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Zardoz Fork of CE NOT A CE TEAM RELEASEContains all my weapons and turrets and the new simplified ammo types that use them. Kind of like Martin Luther, here is the list of grievances I have with CE and the many mods that follow it's "vanilla" style. No real offense to those people and their effort. I feel like there is a lot of problems with CE that people just put up with.This replaces your CE installation. Compatible with all CE mods except the ones that add guns, those will have to be patched to these new ammo types. Grievances What is the purpose of
having all those different ammo calibers if they largely perform the same except for the few ones that are simply more practical or effective than the others? Lets take a look at 5.45 and 5.56, for every ammo type other than Sabot they are pretty much equal in performance except that 5.45 Sabot will penetrate a Centipede (20mm RHA) while 5.56 Sabot will not. Why? What's the point of gimping all the guns (and turrets) that use 5.56 and elevate the ones that use 5.45? Or lets look at 7.62 NATO vs 7.62x54mmR, they are identical in performance except one
costs a little more steel to make. Why have the difference in the first place? Why burden the player with making sure they have 5.56 loadouts, 5.45 loadouts, 7.62 NATO, 7.62 Soviet loadouts, when it makes so little difference (except in 5.45's case). Ammo is so cheap to make there really isn't any point in having the player juggle all these ammo calibers that are in the same class of ammunition. Or why have a caliber that only one gun uses? .303 British is only used in the Lee Enfield, I am aware that they made 7.62 NATO versions of that rifle, why didn't they
make it 7.62 NATO? I've heard of conversions to 7.62x54mmR, that could have worked too. Especially how for some Y ¥¥¥¥¥¥ reason someone decided the Lewis Gun (the vanilla LMG, which would have been a .303 British gun) should be a DP-27 instead. Wait, why did someone change out the Lewis Gun to a DP-27? I don't know, might be related to how 5.45 is just better in the long run versus 5.56 since it with sabot ammunition fears no mechanoid armor. Moving from Calibers, what's the deal with all these ammo types? Why does every gun need 5
different ammo types? You really can't fit enough incendiary or explosive filler into a sub 100 grain projectile to really do anything. Why have AP and Sabot, why not just have one anti armor ammo type. EMP ammo becomes anti everything ammo because nothing except devilstrand has protection against electrical damage. Literally a shotgun with EMP ammo is the most versatile weapon in Vanilla CE. What's the deal with the RANGE of pistols and shotguns? 11 units? When the Assault Rifle is 55? I can shoot man sized targets easily in real life easily with my
pistols at 25 meters, why the hell are my pawns waiting until it's in pissing distance to open fire, especially with how buckshot does not disappear after 10 meters. For a thing that wants to make gunfights more realistic why does it perpetuate the myth that shotguns are somehow unusable out of arms reach. I doubled the range of shotguns and pistols and the sky didn't fall, the rivers did not turn red with blood, the oceans did not boil. The Bulk system. This by far is WORST thing CE does. Who's Y¥¥¥¥®® great idea was it to add a new stat that EVERY
ITEM IN THE GAME must now have? I'm sure it's the bane of every compatibility patcher, that's why they made an auto patcher that defaults the bulk of items to 1.0, so if a mod or whatever adds a new item, which has a weight of 0.05 or something, it literally has the bulk of 1.0 while vanilla items of that weight have bulks of 0.07. But because of the autopatcher it remains unnoticed and unfixed. Some compatibility patchers don't ever bother with bulks. Like what was the point of this system? To annoy the player when their pawns are standing their bugged
because they think they can carry more since their inventory and carry weight is at 50% capacity but their bulk is maxed out so they just stand there. Not sure if CE still does that but it was a thing with QoL mods that change hauling. This system exists to stop players from just carrying a bunch guns, but what's the problem with that? Like what reason do you need to go out and enforce this system across all players, all items, all mod makers to prevent players from doing 1 thing which really wouldn't effect anything since pawns can only use one gun at a time.
My problems with the loadout system are minor but that it assigns equipped weapons, other loadout systems like Awesome Inventory does not, you can just right click on a weapon and your pawn will equip it. If you're using CE's system and it's not apart of that pawn's loadout it will unequip it and haul instead. So this system inherently favors just assigning one assault rifle or one set of weapons (in several loadouts) and that's the one all the pawns use, pretty much a pain in the ass for all those people that add alot of weapons into their games, you simply won't
use most of them with CE's loadout system. Since I'm not here to just complain. My Solutions (things that this fork does differently) New Generic ammo calibers (pistol, rifle, intermediate, PDW, shotgun, Heavy, 40mm grenades) assigned by class of weapon Simplified ammo types, pistol has none, rifle has AP, API, intermediate only has sabot, Heavy has AP, API, Caseless is APHE by default and has Sabot (this guarantees pawns with those weapons will have fancy ammos), PDW is AP by default and has Sabot as a upgrade. Loading bench is available earlier,
guns are available earlier. Increased the range of pistols and shotguns to reasonable ranges Lots of new weapons, many not really serving a distinct difference from others while others being really good and should be sought after, but the main purpose of this is giving meaningful variety to the game. More conservative stats for bulk on weapons. It's really the most I can do. Use Awesome Inventory to handle loadouts instead Weapon mods will have to be patched to use the new ammos. There is no other way, unless you want to write a auto patching script in C
or whatever. But really, what more weapons do you need that my mod does not have? Made under the same License the current CE team uses. You can do whatever you want with this fork, you grab my weapon patches and ruin them by assigning the vanilla CE ammo types to them if you really want.Please give any input you may have over balance or if something doesn't seem right please say so Share — copy and redistribute the material in any medium or format for any purpose, even commercially. Adapt — remix, transform, and build upon the material for
any purpose, even commercially. The licensor cannot revoke these freedoms as long as you follow the license terms. Attribution — You must give appropriate credit , provide a link to the license, and indicate if changes were made . You may do so in any reasonable manner, but not in any way that suggests the licensor endorses you or your use. ShareAlike — If you remix, transform, or build upon the material, you must distribute your contributions under the same license as the original. No additional restrictions — You may not apply legal terms or
technological measures that legally restrict others from doing anything the license permits. You do not have to comply with the license for elements of the material in the public domain or where your use is permitted by an applicable exception or limitation . No warranties are given. The license may not give you all of the permissions necessary for your intended use. For example, other rights such as publicity, privacy, or moral rights may limit how you use the material. Hey everyone, it’s time. We’re thrilled to announce RimWorld's fifth expansion, RimWorld -
Odyssey! Odyssey enriches the world and expands your adventure beyond a single map. Build a gravship - your flying home - to travel across the planet. Settle in new biomes filled with diverse landforms and exotic wildlife. Go on quests to hunt the alpha thrumbo or raid ancient cryptosleep bunkers. Launch into orbit and scavenge tech from space stations and asteroids. But out in the void, an ancient machine mind stirs... The free 1.6 update for the base game will also launch at the same time as Odyssey! 1.6 includes big performance improvements, quality of
life changes, better tools for designing bases, caravan improvements, greater variety in maps, flying chickens, and more. If you'd like to test update 1.6, it’s currently available on the unstable Steam beta branch. (See the section “Update 1.6” at the bottom of this page for details.) Odyssey releases in one month! In the meantime, we’ll be posting weekly teaser blogs with deep dives into the new content, so watch this space. ABOUT ODYSSEY Build your own gravship and travel across the planet! Land anywhere you want to explore, hunt for treasure, scavenge
forgotten gravtech, and bring back souvenirs like a charming hermit crab or a gold-plated charge rifle. It starts small: just a grav engine, a few rooms, some thrusters, and a tank of chemfuel to get you airborne. But over time, it becomes a home - a mobile colony of bedrooms, labs, hospitals, workshops, and everything else your colonists need. To expand your ship and go further, you'll need to collect gravcores. You can recover these glittertech devices from insect-infested caverns, ancient reactors rigged with traps, crashlanded space wrecks, and orbital
platforms. Odyssey is about exploration, adventure, and new ways to play. Live as nomads that move with the seasons, and kidnap raiders by taking off while they’re aboard! Embark on a 100-day journey around the world, and collect one of every animal to build your own zoo. Design the weirdest, ugliest, most gloriously unhinged gravship and see how far it gets you. Or, hunker down inside an asteroid and live as long as you can in space. You can play Odyssey any way you like. Odyssey adds several new biomes that change how and where you play. In

the glowforest, bioluminescent mushrooms and psychedelic spores glow in the permanent darkness. Geothermal vents belch sulfur that blocks out the sun, and normal plants can’t grow here - you’ll need to survive on fungi alone. The scarlands are the war-torn remains of once-thriving cities. Craters rupture the roads, vents release heat and gas, and toxic rain pours constantly. Mechanoids stalk the ruins and the only surviving animals are dangerous mutants. The grasslands are a ranching cowpoke’s dream: endless fields of golden fertile land. While trees are
rare here, the growing seasons are long and bountiful, and strong winds guarantee power for your turbines. However, drought can strike at any time and many farms have been lost to the raging brushfires. The glacial plains feel prehistoric: blizzards smother the land, herds of mastodons roam, and scimitar cats prowl the frozen expanse. Carve shelters into walls of ice, or seek refuge among the buried frozen ruins and live as the old ones did. The lava fields constantly change. Rivers of molten rock flow across the land in sudden bursts, swallowing up animals,
buildings, and colonists alike. Volcanic debris crashes down from the sky, and thick ash makes it hard to breathe. Stay safe by building barriers to divert incoming lava and wear face masks to protect your lungs. The new landmarks system combines with these biomes to create endless landscape variation. Landmarks have different features that can affect everything from map generation to plant variety to rare resources like obsidian. Some features even add explorable underground maps - like the insect megahive! No two landmarks are alike. Carve sprawling
tunnels into cliffs, chasms, crevasses, and valleys for natural defenses - undergrounders rejoice! Settle near the ocean and build quaint fishing towns on islands, archipelagos, atolls, peninsulas, and fjords, or construct a whole town on the water using Odyssey’s new heavy bridges! Take over abandoned colonies and repurpose them for your own base. Repair the walls, use the furniture, harvest the gardens, and give someone’s old home a second life. Raid ancient structures for resources like chemfuel, weapons, packaged meals, components, minerals, and
more. Break past the atmosphere and fly into orbit with your gravship! In space, you’ll land on wrecked orbital platforms, explore derelict satellites, and mine ore-rich asteroids. But look out - rival space scavengers don’t take kindly to competition. Mechanoid wrecks promise the most advanced gravtech and unique treasures, but murderous machines lurk among the frozen debris. Space is harsh: no oxygen, sub-zero temperatures, and a single hull breach can be lethal. Airtight walls protect your colonists and their pets from the vacuum of space. Keep the
power on, or the oxygen pumps will shut down. Build airlocks with vac barriers to prevent depressurization, and equip spacefaring colonists with vac suits before they exit into the void. Odyssey adds over 40 new animals that can be tamed, trained, traded, and eaten. You might start your game in the grasslands with a single crow that steals your crops, but as your story progresses, your gravship could end up as an aviary filled with swans, peacocks, flamingos, and quail. Animals can be taught new skills that make them cute and useful. For example, cats and
dogs can now nuzzle colonists more often to lift their mood. Predators like wolves and big cats will hunt down specific targets for you. Other pets may dig up minerals or bring back foraged snacks. Even animals that can’t normally be trained - like the humble walrus - can now be upgraded using a sentience catalyst: an ultratech injection that enables the animal to learn new tasks. So now Wally the walrus can fight your enemies. Some species can do more than just bite and scratch. The mastodon’s deafening trumpet rattles enemies and throws off their aim,
while the legendary alpha thrumbo’s roar is said to send attackers fleeing before the first shot is fired. You can also fish! Different fish appear in different biomes and bodies of water. Colonists can reel in meals like tuna and salmon, as well as other strange catches. You'll discover new quests through ancient maps, passing travelers, and mysterious signals. Track down the mythical alpha thrumbo by following its herd across the wilderness. If you can bring it down, its priceless, razor-sharp horn is yours. Raid ancient mercenary crypts where the soldiers have
recently awoken from cryptosleep. They guard glitterworld supplies, and the gang leader owns a valuable weapon that could be yours. Abandoned orbital platforms and derelict satellites drift through low orbit. They promise stockpiles of loot, but you're competing with hostile salvage crews. Sometimes orbital fugitives hole up in the wreckage. There are also defensive turrets, traps, and leftover mechanoids. Asteroid mines offer rich veins of plasteel, uranium, and gold, but they’re vulnerable to pirates and debris from space. Get in and get out, fast. And more!
A new unique weapon system lets you arm your colonists with special weapons they find - a sawed-off shotgun clears the room in a second, an Al-assisted rifle scope makes the worst shooter accurate, and a fully golden revolver just looks cool. New gear helps with new threats. Hunter drones chase their targets and explode on contact. Wasp drones jab their prey with paralyzing needles. Ancient sentries patrol ruins with a scattergun to blast apart intruders. The cyclops mechanoid barrages enemies with shield-piercing gamma beams. And deep below, the
insect hive queen stirs among her chittering spawn. Far above the planet, the mechhive pulses with hate. Its mechanoids reproduce endlessly, and they will never stop attacking until every human on the planet is dead. When you reach the inhuman mind behind this terror, you face a choice. Will you destroy it and shut down every mechanoid for good - or take control of its power? Odyssey comes with a brand new album of music by Alistair Lindsay, composer of the RimWorld soundtrack. If you’d like to support Al, the OST will also be available to purchase the
same day Odyssey releases. Update 1.6 is available right now on the unstable Steam branch for public beta testing! To get access, go to your Steam library, right-click RimWorld and select “Properties”, then select the Betas tab and choose branch “unstable”. Restart Steam if your game does not automatically update. (Note that the main branch that most people play on is unaffected and still on version 1.5 for now.) This public 1.6 unstable branch should allow modders to update their mods before update 1.6 is released to everyone in about 1 month. We also
have the 1.6 Modder Primer document to help with this process. Here’s the full 1.6 changelog, or you can read the summary below! Performance improvements: A major part of update 1.6 is performance optimizations, especially for late game colonies that often struggle with performance. We reworked many systems to spread out their workload. The pathfinding system is now fully multithreaded and batched, and the lighting system is also multithreaded to make it much faster. There were lots of optimizations made to caravan foraging calculations, egg-laying
pawns, alerts, hauling, animal pen calculations, as well as fixes to several major memory leaks. We significantly reduced game launch times in version 1.6! For example, on our development machines version 1.5 previously launched in 18.57s with all expansions. Now version 1.6 launches in 4.66s - and that’s with an additional expansion! Note that your startup times and performance improvements may differ from our tests due to bottlenecks unique to your PC or mods. Better planning: Plans are more versatile than ever. Sketch out your base using 9 colors to
differentiate your plans. Use blue for living quarters like rec rooms and bedrooms, orange for production and workshops, red for furniture, and so on. Plans are a lot easier to use too. You can copy and paste plans, rotate them, and give them names to remember what they’re for. Designator draw styles: Designator tools, like placing walls and floors and giving orders, now have different drawing styles - this changes their pattern when you click and drag them. Previously, there were only rectangles and straight lines. Now, you can choose from shapes like
angled lines and filled or empty ovals. Great news for builders who want to add more shape variety to their base! (No more googling pixel circle generators.) Squares are also easy to make - just hold control while drawing with a designator. Caravan camps and quality-of-life changes: Pitch temporary camps while travelling as a caravan. This creates a playable map for your colonists to eat, stabilize, and regroup when someone’s bleeding out, starving, or sick with the flu. But don’t get comfy - after a few days, enemies will close in. Camps can also be formed
when a caravan would be considered “lost” (like everyone becoming incapacitated from food poisoning), giving you one last shot at survival. The caravan tab makes it a lot easier to load or unload items. And in an emergency, you can order your caravan to depart immediately - colonists will get out of there ASAP, leaving behind unpacked items, animals, and even downed friends. Easier building upgrades: You can now place blueprints over certain buildings to swap materials or upgrade them. This applies to walls, conduits, doors, sandbags, barriers, fences,
chairs, and beds. For example, you can place a plasteel wall blueprint over an existing wooden wall - this means you don’t have to manually deconstruct the wall, wait for it to finish, and then place the new wall blueprint down. Search bar improvements: The in-game search bar (bottom right corner magnifying glass, or hotkey “Z”) is better at finding things. It’ll look at your colonists’ gear and any containers, and you can use it on the world map. We’ve also added a search bar to the save / load menu to find that old favorite savegame
“asjkdsjkdfs2 final final2 dying”. Map generation: We’ve reworked how map features behave to make the world feel more organic and varied. Rivers now curve more naturally and carve walkable banks when running through rock - larger rivers even form canyons. They also better match their angle on the world map and can generate with fertile riverbank terrain for farming. We’ve made rocks more interesting! Coasts and mountains come in more diverse shapes, and the world map now shows where features like caves are in the tile inspect pane. We’ve also
added smaller environmental flair like cypress trees that grow in mud and marsh, and glow pods that always spawn by insect hives for nasty ambiance. Flying animals: Chickens, ducks, and geese can now fly! Flying makes them faster, lets them soar over obstacles like fences, and means they can land or leave from just about anywhere. Scaria rework: Scaria got scarier! Infected animals now look the part - mangy, red, and covered in sores. You really don’t want to get close, because wounds from scaria-infected creatures cause “scaria infections” - these
behave like a normal infection, but cause full blown scaria upon reaching 100%. Humans turn too. Room changes: Colonists are happy with mediocre bedrooms, and they’re less upset by awful ones. Medical beds contribute less toward a room becoming a hospital due to situations where barracks could become hospitals from a single bed. Some production buildings now get their best work done when they’re in the right room (e.g. research benches in labs). This makes it more rewarding to build reasonable-looking bases with purpose-specific rooms, instead of
stuffing everything into one big hell-chamber. Armor and weapon changes: We’ve rebalanced some combat gear to make things more useful and less clunky. Plate armor benefits more from high-end materials. Advanced armors don’t slow you down as much. Flak jackets and pants offer better sharp protection, while flak vests no longer cover the shoulders. Some ranged weapons are deadlier. Sniper rifles fire faster and hit more often. Charge lances reach further. Revolvers and miniguns are more accurate. Pila hit harder and faster. Charge rifles deal more
damage and reach further. LMGs shoot faster with a small damage boost. UI improvements: On the world map, there’s a “Jump to...” gizmo that shows your colonies, caravans, and quest locations so you don’t have to spin the globe to find them. There are also special colored borders for world objects: green for active maps and yellow for anything you type in the search bar. You can rename bills and use the new “make default” button for policies. Plus many minor but convenient Ul improvements. New art: Water is more beautiful - it reflects the sky and
ripples when walked through. There are also new desiccated corpses for big birds and filth textures for sandbags. Quality of life: Tons of little QOL changes! Quests joiners now show their best skill before you accept them so it’s not a total dice roll. Colonists always prioritize burying people in sarcophagi over graves, and they won’t burn your medical supplies by default if you have a “burn drugs” bill. They’ll also move items out of the way before building doors. Plus, steam geysers are easy to spot when placing a geothermal generator. Miscellaneous: We've
got a bunch more small things for 1.6 that are covered in the full changelog. Among these changes are paintable bridges, the ability to dress other people (like prisoners), and toggles on special trees to stop them from being accidentally cut down. Wishlist RimWorld - Odyssey and come back for our weekly dev blogs showcasing Odyssey’s content. We’'ve heard what you were asking for and it made sense. After 10+ years of building RimWorld colonies on a single map, Odyssey opens up an entirely new play style. We're super excited to see what you’ll do with it
(and all your wild, beautiful, and ridiculous gravships). Chat with us about Odyssey and 1.6! Join the discussion on Reddit X thread and BlueSky thread If you’d like to help test the 1.6 unstable build and report bugs, join the RimWorld Official Development Discord. Thank you for your incredible support, see you in the skies! - Ludeon Studios Website | X | BlueSky | Reddit | Facebook Wondering how hydroponics work in Rimworld? This page will be your complete guide to everything hydroponics in Rimworld. It will be helpful for beginner and veteran players to
the game and include everything from basic statistical information on hydroponics and farming in Rimworld, to optimal hydroponics setups and layouts.Read my Rimworld review here. CONTENTSYou can select any of the heading below to jump straight to that section of the page. What Are Hydroponics?Building and Using the Hydroponics BasinThe Best Hydroponics LayoutWhy Use Hydroponics in Rimworld? (Summary)What Are Hydroponics in Rimworld?In Rimworld one of the main goals of the colony is to survive. To do this, you will need to keep your
colonists in a good mood, warm and safe. One of the most important parts of running a successful colony in Rimworld is to make sure you have a good source of food. Food is one of the greatest challenges in Rimworld and one of the places where most beginners have trouble and end their journeys too quickly. There are a few different ways that one can obtain food in Rimworld. Some of these ways include:Hunting meat from wildlife roaming RimworldTrading with other colonies to get foodGrowing your own foodThis guide will focus completely on the last way
of obtaining food, farming. To begin with, your colonists will already know how to plant and grow food outdoors in tillable soil in Rimworld, but through research they can unlock an advanced method of farming which will grow food quicker and more efficiently, at the cost of electricity. This is hydroponics. Once researched, your colonists will be able to build an object called a Hydroponics Basin. This will allow plants to grow significantly faster than if they were planted outside on the grass. Possibly the main benefit of having the hydroponic basin is the ability
to grow plants indoors within this object.You will need to first research Hydroponics in order to build a basin for your farmTo unlock the hydroponics basin and the ability to grow plants inside in Rimworld, the player will have to research the required item. Hydroponics is the research that will unlock the ability to build a hydroponics basin. You will have to first research the Electricity research and all of the prerequisites listed for that before you can start to research Hydroponics. As you can see on the left side of the image, the only thing that is unlocked by
finishing this research is the Hydroponics basin itself.The in-game description for the Hydroponics basin reads; “An artificial nutrient bath for growing plants. The nutrients pumps must work continuously; the plants will die if power is cut.”Building and Using the Hydroponics Basin in RimworldOnce you have successfully researched the Hydroponics piece you are now able to construct your very first hydroponics basin. Keep in mind that while you are able to build these outside, it is best to keep this indoors. Even plants that are kept in hydroponics basins are
subject to the elements. You will still need to keep the plant of your choice at the right temperature in order for it to grow.To build the basin, first select the Architect tab from the bottom of the screen. This is where you build and create everything in Rimworld. The Hydroponics basin can be found under the Production tab once you have accessed the Architect section. Simply select the basin from the list of available items and Left-click the area within your colony where you wish to build the basin.To build the hydroponics basin you will need the following
resources:100 Steell ComponentA Colonist with at least Level 4 ConstructionBuilding a hydroponics basinOnce you have placed the blueprints down somewhere a colonist that you have assigned to construction will eventually come and create the Hydroponics basin. To have the basin built quicker you can select the colonist and right-click on the hydroponics basin blueprint and select Prioritize. This will have the colonist drop whatever they are currently doing and create the basin.Another thing to keep in mind about the hydroponics basin is that the basin will
need a constant supply of power. If the power is cut to the basin, the plants will eventually die out. Each basin draws 70W of power, so plan your power station ahead of time if you plan on having a lot of basins in your colony. You will also have to keep the plants at the right temperature. The best way to do this indoors is by using the Sun Lamp item.The sun lamp creates a growing room indoorsAs you can see from the description in the image above, the Sun Lamp grows brightly enough to make the crops think they are in direct sunlight. Another thing to take
into account is that the sun lamp draws a huge amount of power when it is running. If you don’t have a decent power setup in your colony you might want to wait with the hydroponics setup for now. Or, just build 1 or 2 basins to begin with.One of the best things you can do if you have a Hydroponics setup in your colony is to give the line a direct access to some charged batteries. You can create a spare battery area by creating a room with a few batteries already inside it. Connect these to a power source and put a circuit onto the batteries. Once they are fully
charged, turn the circuit to the off position and the batteries will remain fully charged. Using spare batteries, even if the colony suffers an event in which the power goes out, or one of your cables are destroyed, you will have a backup supply of power so your plants will not immediately die.There are a few different settings and ways you can interact with the hydroponics basin in your colony. If you want to change anything to do with the basin, simply select the basin by left-clicking on it. You will see a bar of options appear at the bottom of the screen. I will go
through everything that you can do with the basin.Selecting the basin reveals a host of optionsDeconstruct: This one just breaks down the Hydroponics basin to reclaim the resources needed to build it. Good if you are running low on steel and have enough food.Allow: You can allow or forbid colonists from using the Hydroponics basin for whatever reason. Remember that even forbidden basins will draw power from your colony.Reconnect: You can press this option to reconnect the hydroponics basin to the nearest power source. If you have broken down your
power conduits and moved them and the basin is till showing it does’t have power connected, you can try reconnecting the power using this option.Designate toggle power: You can use this toggle do decide whether you want to turn the hydroponics basin on and off. If you toggle the power on or off one of your colonists will have to manually go to the basin and flick a switch before the effects of this will be realized.Plant: Here you can select which type of plant you want grown at this hydroponics basin. The plants that can be grown depend on which plants you
have already researched. Note that before some plants can be planted an maintained your colonists will need to be at a certain growing level.Build Copy: This allows you to quickly build another Hydroponics basin without having to go through the appropriate menus in order to build one. This one is just a time-saver.Each function of the hydroponics basin also has a hotkey associated with it. In the image above, you can see that each icon has a corresponding letter attached to it. For example, you can create another hydroponics bench immediately by pressing
the ‘O’ key and placing it down somewhere.Choosing a plant for the hydroponics basin in RimworldOnce you select the Plant menu you will be able to decide which plant is going to be grown. If you are already growing a plant in the basin be careful. Choosing a different type of plant to the one which is already growing will cause your colonist to take out and destroy whichever plant is currently growing in the Hydroponics basin, causing you to lose all plant progress for that plant. If the plant had already reached a stage where it can be harvested, you will yield
whatever resources are available to be harvested from that plant.Each plant has its strengths and weaknesses and some will produce materials as opposed to food. For example, the cotton plant will grow and yield cloth, which can be used to create clothing an furniture. Growing a Rice plant will obviously create a source of rice when they are finished and harvested. Press the small information icon on each of the plants to figure out which is the best to grow for your conditions.Once a plant is growing, you can select each individual plant in order to see it’s
growing progress and see how healthy it is. Farming colonists will automatically plant into the hydroponics basin. They will also automatically harvest the plant when it reaches 100% growth.The Most Efficient Hydroponics LayoutThe image below shows the most efficient hydroponics layout in Rimworld. As the plants are indoors, they will need a sun lamp in order to grow. Using the following layout, you are able to fit 24 different hydroponics basins in the area around one sun lamp. Another thing to note is that you will need to keep the room at the right
temperature for your crop, so it is advised to place heaters (and possibly air conditioners) inside the room as well. Credit for the original plan for the design. The most efficient indoors hydroponics layoutTo build this, you will need 11x11 blocks of usable space in a room. This means the walls will all have to be 13 blocks long. As the colonists are able to climbs over hydroponics basins thanks to an update, you no longer have to allow room to walk past them. Any way you lat the basins out, you will have 4 blocks free. By using the layout above, you can utilize
those 4 spaces by placing Firefoam poppers inside them. Note that you will have to research the firefoam poppers first.The total amount of materials that you will need to create the most optimal setup as seen above are:Hydroponics BasinsHeatersSun LampWalls/DoorTotalSteel2,40020040252665Components244--28Blocks---240240Materials needed to build the hydroponics room seen aboveAs you can see from the table above, most of the troubles with building this setup come from the amount of steel required to build the hydroponics basins. You will need
a total of 2,665 units of steel in order to build this. Of course if you don’t have the materials all at first, you can always build a few of them and complete it later. Getting started on a good food supply early is always a good idea for any colony.Why Build Hydroponics in Rimworld? Is It Worth it?There are a great many reasons for deciding to research and use hydroponics in Rimworld. I would even go as far to say it is an absolute game-changer. Once of the most common reasons a colony falls is due to a lack of food to each. This is particularly a problem in the
winter when hunting is scarce and nothing grows outdoors. By having a good hydroponics setup inside your base, you eliminate one of the biggest challenges of the game.Another great idea for the hydroponics room is to simply mass produce materials. If you have enough food coming your way, you can focus you hydroponics efforts on creating devilstrand or cloth. That way you can create as many clothing items for your colony so you can either sell them to traders for a big profit or keep your colonists warm and happy with decent clothing.A well-managed
hydroponics setup will keep your colony fed for many years through every season of the game. It will eliminate one of the largest challenges of the game to help you focus on other aspects such as organ farming or keeping those darn pirates in check!Related:Reddit’s best Rimworld tips! - MegathreadA guide on Uranium in Rimworld brrainz.harmony ludeon.rimworld ludeon.rimworld.royalty ludeon.rimworld.ideology ludeon.rimworld.biotech ludeon.rimworld.anomaly ceteam.combatextended erdelf. humanoidalienraces nemonian.my2.beta ludeon.rimworld
ludeon.rimworld.royalty ludeon.rimworld.ideology ludeon.rimworld.biotech ludeon.rimworld.anomaly Description Weapons from several mods with build in CE patch(here moyo 2 as an example) are not not deaignated ammo in generic ammo mode, resulting in errors and weapon cannot be shot. Such errors repeatedly occur among mods with special ammosets, containing special ammotypes other than default ones. Expected behavior weapon should be designated a ammo type and able to shoot To reproduce install CE15.6.2.0, moyo 2 and its depandencies ,
turn on generic ammo mode, weapons with special ammo types which is not included in CE default ammo types(e.g. ammoset for moyo ballista bolt) are not designated a ammotype and produce errors. Screenshots & log dumps scrshot: error: Complete the following checklist I hereby verify that I have done the following: [yes ] Confirmed that my game version and load order are correct. [yes ] Confirmed that I am running the appropriate and most updated version of Combat Extended and required compatibility patches. [yes ] Confirmed I am not running any
mods with known incompatibilities with Combat Extended. [ yes] Disabled Combat Extended and attempted to reproduce the behavior without success. Skip to main content Reddit and its partners use cookies and similar technologies to provide you with a better experience. By accepting all cookies, you agree to our use of cookies to deliver and maintain our services and site, improve the quality of Reddit, personalize Reddit content and advertising, and measure the effectiveness of advertising. By rejecting non-essential cookies, Reddit may still use certain
cookies to ensure the proper functionality of our platform. For more information, please see our Cookie Notice and our Privacy Policy. [discord.gg]This mod aims to deliver a cohesive experience built around generic ammo.I personally love Combat Extended but managing the various calibers that get passed around, especially with a lot of mods adding weapons, is such a pointless chore. The generic ammo option exists to alleviate this but it has many, many flaws. This mod not only aims to address those flaws and deliver a solid experience built around generic
ammo.A brief list of features - Multiple ammo types have been made generic! While base Combat Extended itself has a few generic ammo calibers, many ammo types lack generic counterparts. Railgun sabots, fuel cells, rocket grenades, etc. now all have generic variants! - ...and weapons have been made generic, too! As you can probably guess by the mod's name, I'm not a big fan of real weapon names. With this mod, weapons from mods like Combat Extended Guns will have more generic names to fit the theme. - Extensive mod support! The Generic Ammo
Experience supports a lot of mods - from big packs like the Vanilla Expanded series to small weapon mods like Rimsenal - and comes with many patched built-in for extensive compatibility. Many mod content overlaps of all kinds are resolved - weapons, structures, emplacements, everything. You won't find any odd duplicates!For a list of all mods with included compatibility patches, look at the pinned post in the discussions tab. - Many new textures! The low-resolution, out-of-style textures of many items from Combat Extended - be it the tribal backpack from
the main mod or the large backpack from the armors addon - are replaced with cleaner textures that fit perfectly alongside vanilla. Ammo textures have received special attention. Many calibers previously lacked unique sprites, with some generic cartridges - like the trio of magnum rifle rounds, anti-material rounds and autocannon shells - sharing the same sprite. The experience implements many new textures, both retexturing existing ammo items but also adding new unique textures to calibers that previously lacked them. - A small variety of new content!
Research projects for items that previously lacked them, new autoturrets and autoloaders to take advantage of Combat Extended mechanics are included as I feel like they're missing from base Combat Extended. I try to keep any new major content additions to a minimum to avoid bloat. - A lot, and I mean a LOT of fixes! Have you ever been annoyed about real ammo appearing under research projects even with the generic ammo setting turned on? Me too, that's why - using a patch over a thousand lines long - I've removed all non-generic ammo from the
research tab, the stockpile tab, etc.There's a lot of bug fixes for Combat Extended in general for issues like huge pawns being able to fire over walls.Combat Extended also breaks many modded items, like the Ammo Box from Vanilla Furniture Expanded - Security no longer granting a buff to nearby pawns or the quiver from Vanilla Apparel Expanded — Accessories no longer allowing primitive weapons to fire faster. This mod implements fixes for many of these issues.There are so, so many more fixes that I can't really list here. I keep an extensive record of
changes in the changelogs tab, if you're curious on all changes. - ...and a lot of polish! Ammo items are now sorted to the end of the item lists in the research tab, item categories have been reworked to be a lot more convenient, so on and so forth. The mod has too many quality-of-life changes to list here. Recommendations- Try to load this mod towards the bottom of your mods list.- Strongly consider installing Buffs 'n Nerfs, another mod of mine. The mod is technically optionaly but I very strongly recommend that you install it alongside the Generic Ammo
Experience for a far more cohesive experience.You can find Buffs 'n Nerfs at: you're at it, feel free to get my weapon range rebalance mod as well.You can find Weapon Range Rebalance at: Install Vanilla Weapons Expanded. While it's *technically* optional, this pack practically assumes that you do and you will find yourself lacking in terms of weapon options if you don't. Combat Extended, as the name suggests, greatly expands combat and creates many new niches that are not filled by default.- Install Combat Extended Guns alongside Vanilla Weapons
Expanded. While not strictly necessary, some additions like the rocket launchers are almost necessary to have. Rest assured, Generic Ammo Fixes also patches - and removes a fair bit of - all additions from Combat Extended Guns to fit the more generic style of weapons and ammo.You can find Combat Extended Guns here: sprites were commissioned by me and illustrated by the wonderful Times New Roman. Senior Editor, foremost NPC scholarEditor-in-Chief, Hardware, tech wiz since '05Associate Editor, cozy game connoisseurExecutive Editor, stuck in
DiamondStaff Writer, shooter guyWeekend Editor, played every WH40K gameNews Lead, still owns a TRS-800nline Editor, grand strategy evangelistSenior Editor, toy soldier enthusiastSenior Editor, scanline obsesseeManaging Editor, Hardware, #1 gamerEditor-in-Chief, Tub Geralt EnjoyerGlobal Editor-in-Chief, FPS enjoyerBrand Director, flawless Destiny raider NEED TO KNOWWhat is it? A life management sim that generates character-driven stories. Expect to pay £27.79/$35 Developer Ludeon Studios Publisher In-house Reviewed on Nvidia GeForce
GTX 970, Intel i7-4790K, 16GB RAM Multiplayer? No Link Official siteThis review originally ran in PC Gamer UK issue 326 in December 2018. The best games are masters of illusion, making you believe a bunch of code and scripted behaviours are somehow real worlds or great stories. Even a game that's explicitly driven by values and numbers, abstract in its presentation, has to convince you that what you're watching unfold is an organic ecosystem. RimWorld aims to create complex drama from its systems, but as close as it sometimes gets, the illusion never
quite takes hold. RimWorld is a game about establishing a colony on a remote planet sometime in the distant future. There's a whole Western vibe, resulting in a sort of Firefly-esque setting. It's a life simulator, a genre about a more hand-off approach to strategy and management, where you manipulate Al behaviour instead of controlling it directly. RimWorld sits somewhere between The Sims and Dungeon Keeper, though its presentation and style are reminiscent of games like Prison Architect. It's a story generator, promising to co-author all manner of wild
tales for players. Related Articles This isn't about creating the perfect colony, this is about creating drama. This means things going wrong, that the unexpected has to occur and that your characters have complicated motivations. They're given drives and needs, ones that are often extremely unhelpful to the mission but which are intended to make them more complex and rounded. Go in wanting to build a perfect little colony and you'll likely be frustrated. Accept the game's penchant for disaster and you'll have a much better time.Modification in
moderationImprove your experience of the game with these.1) RPG Style Inventory Ul mod A vastly better way to manage the gear of your colonists.2) Interaction Bubbles Essential, showing colonist interactions on-screen as they happen.3) More Furniture Mostly cosmetic but helpful to make a colony feel more like a home.4) Marvin's Ugh You Got Me Stops in-fighting leading to fatal outcomes, if you want more sensible colonists.It's your colonists that are the main drive behind the game. When you begin a scenario you have to select your team (or individual,
if you're going for the harder challenge) and they'll be generated with a load of traits and backgrounds. Some are helpful skills, like hunting or teaching, and some of which are simply there to inject personality—flaws and all. Old wounds, traumatic upbringings and bad attitudes... specific qualities to make sure your colonists are far from perfect little worker bees. There's a lot of promise in the ideas these characters bring to the table. In my first game, I had a colonist who, chronologically, was 114 years old, but, thanks to the weird complications of space
travel, was really only 24. The son she'd left behind was now approaching his fifties. His daughter, her granddaughter, was now 31. RimWorld pitches itself as a story generator and these weird relationships are exactly the thing that fires up the imagination.There are some peculiar aspects to this approach to character generation, though. Each character gets three traits, things like obsessive, lazy or misogynist. One of the modifiers is "gay" but "straight" isn't—that's just the default, which is painfully heteronormative and outdated for a game about the far
flung future. Other aspects of queerness are included but in equally reductive ways, like a character's backstory discussing that they're transgender, proof of which being their “dressing up in their mother's clothes as a child”. All of which leaves a bit of a bad taste in the mouth. It feels odd to have some traits sat alongside each other. "Misogyny" next to "ugly", "hard working" next to "psychopath". These things are not alike but are placed in the character generator with equal importance. [Editor's note: some of RimWorld's backstories were created by
Kickstarter backers.] While the system gives you vivid images of characters like the ruthless bounty hunter who’s lazy and a vegetarian, in the end, they all interact in slight variations of the same way. They don’t speak, in text or otherwise, and so the facets of their identity are declared in a character sheet that's fed to you through a drip feed of tiny updates. “John talked about hunting with Bob”. It’s hardly stirring stuff and does nothing to make your colonists feel like much more than worker drones. RimWorld thrives when it's at its most unpredictable, never
letting you get too comfortablelt points to the main issue with the game's approach to character, which is to treat people as the sum of a few parts. It's not unreasonable that a game of this scale needs to have a simple system to generate its characters, and the end result is that while you have AI that behaves in interesting ways, they never quite feel like real people. As long as you're able to look past that and just enjoy the odd behaviour of these robotic colonists, there's fun to be had with RimWorld's unique sandbox.Once you're down on the ground it's all a
matter of laying out tasks for your colonists. You don't get to take control so must instead lay down blueprints and zones, stack up tasks for them to complete. The Ul is a bit lacking to be honest. It's fine after enough time but far from intuitive and full of irksome inconsistencies like being being able to mass select some objects but not others. Going through an entire field of potato plants to order each of them to be harvested is the kind of busy work that feels needless.This is largely the boring bit. The real fun stuff happens once you've got a competent colony
running and can begin to watch your colonists deal with all manner of scenarios, building relationships with each other and then falling out. Rivalries develop, in-fighting can happen and that's all before you take into account all the external factors. External factors like a random faction sending a hunter to my colony with apparently the sole purpose of murdering my dog (naturally, we had him shot on sight). The longer you survive, the more bizarre the events become. Mind-controlling drones and mythical beasts all show up, to steer your little colony in
radical new directions. RimWorld thrives when it's at its most unpredictable, never letting you get too comfortable. To manage all this potential chaos though is an Al storyteller, similar to the Director in Left 4 Dead, that analyses your game and, based on how things are proceeding, it conjures up suitable events. There are three storytellers to choose from with varying difficulty levels, so you can tailor the game to the kind of story you want to have. This ranges from a completely laid back experience where dangerous events scarcely occur, all the way up to a
whirlwind of terror that never ends. While obviously you'll want to start on the milder end of the spectrum, it won't be long before you'll want a scenario where events happen at a much more rapid rate because in RimWorld, there is a lot of busy work. Waiting for your colonists to build or explore is what the vast majority of your time with the game amounts to, especially in the early hours. You'll have the game on fast forward as much as you can just to get through the tedium of each day. Things become more complex and varied the longer a colony survives,
but even still, so much waiting around occurs. In that dullness, you can't help but begin to see the gears and cogs in the machine. Interesting things happen, but when the characters themselves already feel so artificial they rarely take on the life required to make me believe in the stories unfolding. I'm not watching a drama, but the chaos of a petri dish. Which isn't to say RimWorld doesn't have its moments or there isn't fun in its attempt to tell engaging stories, but it doesn't entirely live up to its promise. RimWorld is a huge and complex game, and things
only start to get even more interesting when you delve into the hundreds of mods available on the Steam Workshop. There are mods that completely transform the gameplay, introduce new ways to experience your colonists' lives, and small mods that make valuable QOL changes. Experienced players might have a mod-list for RimWorld that spirals into the several dozen, but for the purpose of this list, we've selected the best RimWorld mods, all available on the Workshop. Some of these mods change up the gameplay completely, but the core brutality of
RimWorld still remains. Updated January 8, 2023 by William Ritchie: With the release of the Biotech DLC, the modding scene of Rimworld has continued their hard work of tinkering on this expansive colony sim. The addition of children, controllable mechanoids and gene splicing shenanigans, have spurred modders to create even more great content. Rimworld is still receiving major updates, so it's exciting to imagine which of these features might make the jump to an official update. The stars are the limit for Rimworld modding, and the future is looking
bright indeed. 19 HugsLib HugsLib is right up there with the most subscribed mods in RimWorld history, and that's because it essentially acts as a database that allows for multiple mods to run simultaneously. Many, many mods for RimWorld will require you to have HugsLib installed just to be able to run. Before you head on a mission to download hundreds of mods for the game, make sure to pick up HugsLib before you get started. The platform has been updated for the 1.3 update and many mods are currently supported via the Library. Factional War is a
large mod created by Shadowrabbit that introduces four new raid events, on a scale much larger than any sort of raiding you've seen before in RimWorld. It really makes you feel like you're at the center of a massive war, although you don't have to get involved if you don't want to. Faction Assault causes a massive war to appear on your map, Faction Bombardment cause two factions to fight each other across your map (you can swoop in for resources destroyed by their bombs), Faction Contention causes rare resources to spawn the map (you can grab these if
you dare), and lastly, Faction Defense makes you a target of a huge wave of soldiers. Only to be done when you're prepared to fight. If you play RimWorld for its spiraling organic storytelling, then 1-2-3 Personalities is the perfect mod for you. It isn't too intrusive on the gameplay (coming with different module levels for you to pick from) but adds an extra level of flair to your pawn's characteristics. Different personalities traits between your pawns can interact with each other, meaning your pawns will eventually form friendships or rivalries based on their
beliefs. The mod is still a WIP but regularly updated, and is currently on version 1.4. This is the highest-rated mod on the Steam Workshop, and for good reason. It allows the player to fully customize their starting location, colonists, and game scenario. The mod received its last update back in August 2020, although it works for the current 1.2 update for RimWorld. EdB Prepare Carefully is a cool mod to experiment with. You can set yourself up for a challenging RimWorld run, or create a set of overpowered colonists that blitz everything and make it easy to
build a ridiculous off-world base. The choice is totally up to the player. This is the simplest and yet most powerfully useful mod, maybe on this entire list. Look. That's a bit of an exaggeration. But the DragSelect mod still deserves its place as a simple mod that doesn't impact gameplay but can save you several minutes every play session - want to select multiple boxes in your trade inventory at the same time? Now you can. It's that simple. Nothing massively game-changing here, but we can't ignore its usefulness. This is not the most glamorous mod, but it puts
something into the game that RimWorld fans never even knew they wanted: wall-mounted lights. With over 300,000 unique visitors to this mod on the Steam Workshop, clearly, the mod is an important one. Other features include the ability to add different colors to the lights, change the values of how much steel is required to build a wall-light, and an outline of the area which the light will make brighter. It's a simple mod that does its job very well. This is not a single mod, but rather a collection of awesome mods that transform the vanilla RimWorld
experience, without changing the mechanics too much. Vanilla Expanded adds new types of furniture, fresh textures, new colonist roles, and much, much more. If you love the brilliant mechanics of a simulation game, this mod doesn't interfere too much. One of the best things about Vanilla Expanded is that you can chop and change which mods you want to use. Everything can be toggled on or off via the mod menu. Want more interesting farms? How about unique weapons? Then, this mod is the one for you. RimHUD is a useful mod for all those data nerds out
there. This expanded hud provides a lot more detail about your colonists. The graph of a colonist's food and recreation levels, for example, is a lot easier to see at a glance, rather than the ordinary static numbers. The mod also places all details about your colonists in one place and can be resized to fit your screen. It's a simple but well-executed mod that makes a big difference to your RimWorld playthrough. For a long time, wanderers and visitors to your colony just sort of ambled around and did nothing. They might, if you were lucky, have a run-in with some
killer critters and drop some meat or loot for you, but that was about it. Hospitality takes those rudimentary mechanics and expands on them — massively. You can build guest rooms, flirt with other factions and build your reputation, or lock guests in a small, dark room until they go mad. The choice is yours. RimWorld's Expanded Prosthetics and Organ Engineering mod lets players get into the nitty-gritty of developing what are essentially super-humans. It all starts with a simple hook hand — pretty cool but not that sophisticated — and can lead to a full
exoskeleton suit. This mod adds lots of new functionality for players to experiment with. If your colonists keep seeming to misplace their organs (however could that happen?) then you can just make them a brand-new set of lungs, a heart, a kidney — whatever you want. Necesse Frost Shards GuideFebruary 21, 2024Necesse - Cooling Box GuideFebruary 20, 2024A guide on the cooling box in Necesse.How to Craft Glass Bottles in NecesseFebruary 20, 2024Necesse - Glass Bottles guide.Palworld: Petallia Location and GuideFebruary 19, 2024All about Petallia
in Palworld. Location, skills and more.Palworld: Grizzbolt Location and GuideFebruary 19, 2024A guide to Grizzbolt in Palworld. Location and Uses.Palworld: Teafant LocationFebruary 19, 2024Palworld Teafant Location.Sparkit Location Guide - PalworldFebruary 19, 2024Find a Sparkit ot add to your electric pal team in Palworld.Palworld: Kitsun LocationFebruary 19, 2024Kitsun Palworld location guide.Palworld: Lamball LocationFebruary 19, 2024Showing you where to catch Lamball in Palworld.Palworld: Fuack LocationFebruary 19, 2024Palworld Fuack
Location Guide.Palworld: Chikipi LocationFebruary 19, 2024Let’s find a Chikipi in Palworld!How to Download Pokemon Infinite Fusion OfficiallyFebruary 19, 2024Avoid the scam websites offering Pokemon Infinite Fusion Rom downloads!How to Get a Tuna in Stardew ValleyFebruary 17, 2024All about getting Tuna in Stardew Valley.How to Get a Pufferfish in Stardew ValleyFebruary 17, 2024 Pufferfish in Stardew Valley.How to Evolve Kadabra/Machoke/Graveler in Pokemon Infinite FusionFebruary 16, 2024We go over how trade fusions work in pokemon:
Infinite Fusion.Pokemon: Infinite Fusion - Dawn/Dusk Stone LocationFebruary 16, 2024A step-by-step guide on where to find dawn and dusk stones in Pokemon Infinite Fusion.How to Get the Coin Case in Pokemon Infinite FusionFebruary 16, 2024Pokemon Infinite Fusion Help: Coin Case.Pokemon Infinite Fusion: Hatching Eggs GuideJanuary 30, 2024A guide to hatching eggs fast in Pokemon Infinite Fusion. Using incubators and Pokemon abilities.How to Repair Items in Palworld - GuideJanuary 26, 2024Showing you how to repair those items and tools to
max durability in Palworld!5 Must-Try Necesse Mods to Enhance Your ExperienceJanuary 10, 2024We go over 5 must-have mods for early-access survival game Necesse!How to Get to Deep Caves in Necesse (Deep Ladder Down)January 10, 2024Showing how to access the deep caves in Necesse.How to Quickly Transfer Items in The Day BeforeDecember 7, 2023Showing you the hotkeys to inventory success in The Day Before.How to Change the Difficulty Mid-Game in Baldur’s Gate 3October 25, 2023We explore the difficulty options of Baldur’s Gate 3.How to
Free Shadowheart in Baldurs Gate 30ctober 25, 2023Showing you the ways in which you can save Shar’s little Cleric in Baldurs Gate 3. Skip to main content Reddit and its partners use cookies and similar technologies to provide you with a better experience. By accepting all cookies, you agree to our use of cookies to deliver and maintain our services and site, improve the quality of Reddit, personalize Reddit content and advertising, and measure the effectiveness of advertising. By rejecting non-essential cookies, Reddit may still use certain cookies to ensure
the proper functionality of our platform. For more information, please see our Cookie Notice and our Privacy Policy. Sign in to edit There are 6 types of ammo for the rifle, they are made at a loading table. Ammo Type Required Materials Description Full Metal Jacket (FM]) 21-6 steel per 500 Shots This ammo type is a middle ground between hollow point and armor piercing. Hollow Point (HP) 21-6 steel per 500 Shots This ammo type has higher damage at the cost of armor penetration. It is useful for hunting animals and early raids, and is most effective
against unarmored targets. Armor Piercing (AP) 26-7 steel per 500 shots This ammo type, as the name suggests, has a high penetration value, but some of the lowest damage. A few pawns should have this equipped in case of a heavily armored enemy. Armor Piercing Incendiary (AP-I) 12-46 steel and 1-4 prometheum per 500 This ammo type has, like the aforementioned armor piercing a high armor penetration, but it also has the bonus of doing burn damage after penetrating. This makes it a better choice over regular armor piercing if acquiring prometheum
is not an issue. High explosive (HE) 12-76 steel and 7-13 FSX per 500 This ammo type has the perk of doing more damage against buildables (Walls, barricades, etc) but it also does more damage than AP-I against foes, at the cost of penetration*1. It still is a good choice if your opponents aren't wearing that much armor yet and acquiring FSX is not an issue. Armor Piercing discarding sabot (SABOT) 8-50 steel, 2-8 uranium and 2-8 chemfuel This ammo type has the highest armor penetration of all the ammo depicted here, however, it also has the lowest
damage, even lower than AP. You can use this in conjunction with the called shots feature to always guarantee headshots, regardless of head armor*2. All ammo loaded (crafted) at loading bench. *1 Unless you have the AP-HE variant of the round, which is only available to the TAC50. *2 Depends on the caliber. Community content is available under CC-BY-SA unless otherwise noted. You can’t perform that action at this time. Page 2 You can’t perform that action at this time. Page 3 You can’t perform that action at this time. Page 4 You can’t perform that
action at this time. Page 5 N7Huntsman Added support for drawSize to projectile textures. Hunters will now stay further away from dangerous animals when hunting. Colonists equipped with apparel weapons (like the grenadier armor) can now reload from their inventory. Fixed label on recipe to synthesize FSX. Colonists should no longer drop forced weapons due to their loadout assignments. Add integrated patches for the following mods: o [HLX] ReGrowth - Mutated Animals Pack o [JDS] EFT Apparel o Fallout New Vegas - Elite Riot Gear o Kit's Industrial
Weapons o Kit's Roman Weapons o Mister Meeseeeks o More Utility Packs o Playable Geth o RimSec Security o SCP o SCP - Clothing Only o Space Worms (Continued) o Turk's Guns o Vanilla Animals Expanded - Endangered o Vanilla Factions Expanded - Mechanoids* o Vanilla Storytellers Expanded - Perry Persistent o VFE - Mechanoids : Drones o VFE - Mechanoids : Unoffical Add-On o WWII German Uniforms - V's Edit Updated integrated patches for the following mods: o [CP] British Military Kit o [CP] Doom o [CP] Doom Kit Classic o [CP] Metal Gear Solid
o [CP] Military Furniture o [CP] Rimmu-Nation - Weapons o [CP] Spec Ops: The Line o [HLX] Rimworld: UNSC Armoury o [021] Mechadroids o [Pratt] WWII Weapons Pack (Vanilla) o [RH] Faction: Cordis Die o [RH] Faction: Elite Crew o [RH] Faction: Last Man Contingent o [RH] Faction: Militaires Sans Frontieres o [RH] Faction: Task Force 141 o [RH] Faction: The Ghosts o [RH] Faction: Umbra Company o [XND] Vanilla-Friendly Animal Surgery o A Dog Said... o Alpha Animals o Android Tiers o Animal Collab Project o Anty the War Ant o Apparello 2 o
Arachne Race o Black Widows 2.0 o Cupro’s Alloys (Continued) o Cute Penguin o Cybernetic Organism and Neural Network o Defensive Machine Gun Turret Pack o Dinosauria o ED-Shields o Equiums o Expanded Patchleather o Expanded Prosthetics and Organ Engineering o Extended Storage o FashionRIMsta o Ferrex Race o Forsakens o Hand ‘n’ Footwear o High Caliber o Jernfalk’s Standalone Horses o Leeani Playable Race o Let’s Have a Cat! o Logann Race o Magical Menagerie o Marilyn the Mincho Worshipper Witch o Mechanoids Extraordinaire o
Megafauna o Mincho, The Mint Choco Slime o More Vanilla Turrets o Moyo - From the Depth o Orassans o Racc Race o Rah's Bionics and Surgery Expansion o Right Tool Rebalanced o Rim of Madness - Bones o Rimfire o Rimsenal - Enhanced Vanilla o Rimsenal - Feral o Save Our Ship 2 o Sergals Gnolls Lions and Frogs o Soviet Armory [1.2] o Spartan Foundry o Star Wars - Factions o The GiantRace o Trading Economy o Turret Collection o Vanilla Weapons Expanded o Vulpine Race Pack o Weapons+ o WWII Soviet Faction o Xenn Race When a pawn is lit on
fire, the size of the fire is now affected by the flammability of their clothing. This means flaming arrows don’t break the AI so much. Reformatted a number of old patches, streamlining loading times, resolving hidden failed operations, and standardizing format. Rescaled the texture size of the Tomahawk missile. Added charge mortar shell, previously loaded with Royalty, to Core defs. Improved inventory management for animal handling to prevent message spam. Updated the About.xml: added Giant Races and O21’s Forgotten Realms at loadAfter items. Add
textures for Mass Effect thermal clips. *Currently, there is no ammo handling system for player controlled robots. It will not be possible to re-arm them once they've expanded all of their ammo, meaning some of the robots will not be useful. N7Huntsman Reworked how FSX is produced. Boomalopes and boomrats can now be “sheared” or butchered for FSX. It can also be made from chemfuel at the drug lab or refinery. Boomalopes can be milked for chemfuel again. Fixed an issue with unequipped smokepop belts causing errors when hit with a projectile. Save
Our Ship 2: Torpedo tubes are now reloadable. Add integrated patches for the following mods: o [HLX] Rimworld: UNSC Armoury o [JDS] Star Wars BlasTech Industries o [RWY] Advanced Mechanoid Warfare o A Rimworld of Magic o Anty the War Ant Race o Carbon o Clay Soldier Race o Fell Tribes o Marilyn the Mincho Worshipper Witch o Mincho, The Mint Choco Slime o Prestige Specialist Armor o Prostheses+ o Rakkle the rattle snake Race mod o Redcoat Apparel o Star Wars - Factions o The Giant Race Updated integrated patches for the following mods:
o [FSF] Vanilla Bionics Expansion o [FSF] Vanilla Bionics Expansion/ [RH] Allegiance o [021] Forgotten Realms o [RH] Coalition o [SYR] Thrumkin o Alpha Animals o Android Tiers o Dragonian Race o Moyo From the Depth o Rabbie the Moonrabbit o Revia Race o Rimsenal Collection o Rimworld - Witcher Monster Hunt o Save Our Ship 2 o Silkiera Race o Vanilla Animals Expanded o Vanilla Armour Expanded o Vanilla Factions Expanded - Medieval o Vanilla Factions Expanded - Vikings o Xenoorca Race Reduced the accuracy and increased the cooldown of
mech siege turrets. Increased the fuse length of exploding mech structures, making them safer to destroy with melee. Removed the Nearmare Race patch, as it was redundant. Updated some tips regarding FSX production. Added support for the Rimfactory refuel machine. A special thanks to our developers Madara Uchiha and lperkins2 for their hard work on a new workflow that considerably streamlines the testing of more complex changes and mod patches. Backend improvements don’t get a lot of fanfare, but they’re still very impactful changes.
N7Huntsman Added a mod setting to control whether or not manning a turret will disable shield belts. Fixed logging error associated with animal melee weapons (Alpha Animals, Witcher Monster Hunt, etc.). Fixed a graphical issue associated with projectiles using the Graphic_Flicker graphic class. Mechanoid turrets will no longer get full ammo when loading saves. Add integrated patches for the following mods: o Expanded Materials - Metals o Expanded Prosthetics and Organ Engineering - Forked o Erin’s Mountain Animals o Jernalk's Skeletal Legion
(Continued) o Vanilla Animals Expanded - Temperate Forest Updated integrated patches for the following mods: o ED Shields o Kijin 2.0 o Misc. MAI o NewRatkinPlus o Orassans o Rabbie the Moonrabbit Race o Rimefeller o Rimsenal Collection o Save Our Ship 2 o Silkiera Race o Vanilla Factions Expanded - Insectoids o Vanilla Factions Expanded - Vikings o Vanilla Furniture Expanded - Security o Zeta Reticulans Disabled smoke rounds spawning for NPC faction grenadiers, since the Al can’t use them effectively. Rebalanced fragmentation for HE grenades,
increasing their effectiveness. Increased the range of binoculars from 86 to 100. Shields are now smeltable, like other apparel. Added partial support for [SYR] Individuality, full balance patch to come later. Updated Chinese translation (Thank you Cn-mjt44 and Sumghai). Updated Russian translation (Thank you, GunnedMan). N7Huntsman Patch new Royalty apparel added in update 1.2.2753 Fixed an issue caused by interrupting an Aimed Shot with a jumppack. .38 ACP AP ammo no longer inherits from the incorrect parent. Fix an incorrect label on 20x110
Hispano Sabot ammo. Fixed some incorrect inheritance affecting the MercenaryMachineGunner Fix issue with outdated BBBody support. Made the .338 Norma Magnum AP-I, 6mm, 8mm, and 12mm railgun rounds consistent with the stat sheet. Add integrated patches for the following mods: o Animal Armor - Vanilla o Autocleaner o Dishonored Assassin Coat o Dishonored Assassin Mask o Fantasy Metals Reforged o Idhale Race o Iron Harvest Pkp 17 "Eisenhans" Powerarmor o Mantodean insectoid race o Misc. MAI o Miscellaneous 'CORE' o0 More
Consumables and Mutagens Reworked o Nearmare Race o Palm Cats o Rimsenal Collection o Silkiera Race o Vanilla Factions Expanded - Vikings o Xenoorca Race Updated integrated patches for the following mods: o Arachne Race o Erin’s Critter Collection o Kaiser Armory o Moyo - From the Depth o Reich Armory o Revia Race o Rimefeller o Rimworld - Altered Carbon o Vanilla Factions Expanded - Insectoids o Vanilla Furniture Expanded - Security Reduce Pila bulk from 7.5 to 3.5, halved warm up time, increased damage, speed, and penetration. Increased
MercenaryMachineGunner weapon money. Reduced the crafting quantities for 155mm, 100x695mmR, and 120mm shells to make them more practical. Slightly reduce the value, damage, frag count, and cost of 155mm shells. Increased the Sharp AP of the 8mm railgun round from 57 to 75. Brand new art for the Combat Extended Melee weapons, thanks to Oskar Potocki! Update Spanish translation. Thank you, Andross. Swapped the capacities on the Centipede’s coolant tank and power core to be more consistent with their purpose. Updated Manifest.xml to
better handle incompatible mods. N7Huntsman Fixed an exploit wherein temporary pawns could be forced to drop their weapons and clothing. Fixed an issue with colonists attempting to reload turrets when the ammo system was disabled. Fixed an issue related to quests caused by the game attempting to treat human leather as an ammo type. Fixed the mechanoid warning letter while there are no colonists in any home map (caravan / encounter). Fixed unpatched tools in the Heavy Charge Blaster that caused errors when opening the info window. Attack
orders from reloadable apparel will no longer be interrupted if the pawn is holding a weapon with an empty magazine. Fixed explosions from ammo stockpiles using an incorrect armor penetration value. Fixed siege raiders and non-colonist player faction members getting stuck in turret reload loops when there isn't enough ammo to fill the turret's magazine. Fixed null exception in gear tab for caravan animals carrying items. Fixed an issue where modded hauling bots would sometimes overload turrets. Fixed a typo with .50 AE that meant AP ammo fired HP
projectiles. Prestige armor now has all the appropriate stats. Add integrated patches for the following mods: o [JDS] Exiled Dawn o [021] Forgotten Realms* o [021] Mechadroids o Beeralope Squad o Erin's Critter Collection o Erin's Forest Critters o Erin's Fox Squirrel o Vanilla Furniture Expanded - Production Updated integrated patches for the following mods: o Better Infestations o Dragon’s Descent o Kaiser Armory o Kijin 2.0 o Kurin o Moyo - From the Depth o New Ratkin Plus o Rabbie the Moonrabbit o Reich Armory o Rimworld: Altered Carbon** o
Soviet Armory o Tsar Armory o Vanilla Apparel Expanded o Vanilla Armour Expanded o Vanilla Brewing Expanded o Vanilla Factions Expanded - Insectoids Increased the range, armor penetration, and damage of orbital bombardments. Reduced Recon Armor weight, added moveSpeed offset, and increased carryWeight, resolving a quirk of the carry weight system that meant pawns in Power Armor actually moved faster. Buffed crossbow bolts: o Base speed to 10 from 7. o Stone: Increased damage to 8 from 6 and blunt penetration to 1 from 0.44. o Steel:
Increased damage to 11 from 8, blunt penetration to 6.5 from 2.26 and speed to 17 from 10. o Plasteel: Increased damage to 10 from 7, blunt penetration to 8.12 from 2.72 and speed to 19 from 11. o Venom: Increased damage to 11 from 8, blunt penetration to 6.2 from 2.72 and speed to 17 from 11. o Flame: Increased damage to 4 from 3, blunt penetration to 3.28 from 1.36 and speed to 17 from 11. Increased Parka material cost to 120 from 80 and mass to 2.5 from 2 Reduced Jacket material cost to 60 from 70. Reduced Flak Jacket material cost to 70 from 85
and increased the base MPa Armor to 1.5 from 0.5. Increased Flak Pants base MPa Armor to 1.5 from 0.5 Reduced T-Shirt material cost to 20 from 40. Reduced Button up T-Shirt material cost to 25 from 45. Reduced Pants material cost to 20 from 40.” Adjusted the Advanced Grenadier sidearm money values. Charge and plasma weapon ammunition is now made at the fabrication bench, instead of the machining table. Fixed Inconsistent capitalization for prometheum. Add FlameThrowerHiss sound to base Combat Extended, instead of having it in CE Guns.
Overall Armor section Gear tab calculation now takes into account other sources other than apparel. Gear tab now displays armor for all valid pawns, mechanoids and modded races included not just humans. Display caliber info for single-use weapons, shows fragment types, count, damage, and armor penetration, for projectiles that have them. Show blunt armor penetration for explosive projectiles, from CE's internal formula. (bluntAP = damage * 0.1). PrometheumFlame DamageDef label changed to prometheum flame, to be distinguishable from the regular
flame DamageDef in info windows. Added the Steam PublishedFileID.txt file to the mod, so I don’t have to dig around for it every time. Added more labels for dealing with locked inventory items, for increased clarity. *This is simply a consolidation of existing, already compatible O21 fantasy races. **The patch has been updated for the latest Beta build, rather than the current Stable release. Playing with the Stable release will cause two patch operations to fail (because their targets have not yet been added), but this is harmless. N7Huntsman Made compatible
with Rimworld 1.2. Turrets can now be reloaded incrementally, allowing for larger magazine sizes. Fixed an issue where Empire cataphracts would sometimes spawn with a minigun. Add integrated patches for the following mods: o [JDS] The Forge - NCR Armory o [SYR] Harpy o [SYR] Naga o Androids Expanded o Moyo - From the Depth o Rimworld - Altered Carbon o Rimworld - The Dark Descent o Vanilla Brewing Expanded o Vanilla Weapons Expanded - Grenades Updated integrated patches for the following mods: o [RH] War Mongrels o Alpha Animals o
Auto-Mortars o Defensive Machine Gun Turret Pack o Forsaken Fauna o Kaiser Armory o More Vanilla Turrets o Revia Race o Turret Collection o Vanilla Weapons Expanded Slightly increased the warmup time on grenades. Advanced ammunition like AP-I, HE, and Sabot now must be unlocked via research. For vanilla RW 1.2 content: o Increased the range of new combat psycasts by 15% over vanilla. o Increased the range of jumppacks and locust armor from 24 to 30. Tweaked mini-turrets description to remove references to barrel changes. Updated in-game
information on how the armor system works to improve clarity. This update is not save-game compatible with old saves. Additionally, while the team has done its best during testing to find and fix compatibly patches that were broken in the 1.2 update, more issues will inevitably pop up as other authors update their mods. If you encounter such an issue, please report them to us on the Combat Extended Github or Discord! N7Huntsman Resolved a duplication error when using Royalty and Glittertech. Fixed an issue caused by pawns trying to reload turret that
don’t use ammo. Fixed error caused by colonists picking up something from the cell they’re standing in. Fixed an issue with some mercenary snipers not spawning with ammo. Add integrated patches for the following mods: o Auto-Mortars o Combat Enthusiast’s Collection o Genetic Rim o Genetic Rim Alpha Animals Patch o Halo: Rimworld Auxiliary Combat Armory o Red Horse Factions: Allegiance o Red Horse Factions: Coalition o Red Horse Factions: UAC o Red Horse Factions: UAC Kit o Red Horse Factions: VOID o Red Horse Factions: War Mongrels o
Reich Armory o RimWorld - Witcher Monster Hunt o Vanilla Expanded Animals (all) o Vanilla Factions Expanded - Insectoids o Vanilla Furniture Expanded - Security* Updated integrated patches for the following mods: o [CP] Doom o Alpha Animals o Kaiser Armory o Logann Race o Tsar Armory o Vanilla Faction Expanded - Medieval o Vanilla Weapons Expanded** Restored some vanilla raid strategies, including Immediate Attack and Stage Then Attack. Adjusted plasma ammo cook off damage. Reduce 12 gauge Charged Scatter Shot primary damage from 12
to 9. Increase 12 gauge Charged Slug primary damage from 15 to 17. Increase 12 gauge Charged Slug secondary damage from 5 to 10. Increase the Grenade Launcher reload time from 1.6 to 2.2. Added Core and Royalty as “Load After” modules, to help prevent incorrect load order. *The Artillery’s long-range bombardment functionality requires an external patch that will be released at a later date. **The Spacer LMG and Spacer Minigun now use different ammunition, which may cause issues for saves that have loaded instances of these weapons in them.
N7Huntsman Fixed sieges when using No Ammo mode The player abandoning their last colony will no longer bug out the UI. Minified manned machine guns no longer bug out traders. Add integrated patches for the following mods: o More Vanilla Turrets o PsiTech Updated integrated patches for the following mods: o Alpha Animals o Better Infestations o Fallout Traits o Medical System Expansion - Revived o NewRatkinPlus o Orassans Reduced the Prometheum cost of smoke munitions and flashbangs by 50%. Royalty: o Added Stab attack to Monosword. o
Increase range of all Psycasts by 15%. Added mortar smoke shells. N7Huntsman Add support for new Bullet Shield psycast. Added Simplified Ammo Mode setting, reducing the number of ammo types to cut down on clutter (Requires a restart to toggle and is likely not save-friendly). Tribal heavy archers will spawn with javelins again. EMP munitions now have a chance to stun mechanoid shields. Colonists with a loadout will no longer pick up multiple weapons. Fixed a failed patch following the most recent Rimworld update. Add integrated patches for the
following mods: o Alpha Animals o ED Shields o Kaiser Armory o NewRatkinPlus o Tsar Armory Updated integrated patches for the following mods: o Advanced Bionics Expansion o Dragonian Race o Forsakens o Girl’s Frontline Styles Pack o More Mechanoids o Ni’hal o Vanilla Armor Expanded o Vanilla Factions Expanded - Settlers o Vanilla Weapons Expanded Tweaked fire to spread less aggressively in the rain. Script added on the Github for compiling in Linux Colonists wearing shield belts can now man turrets. Manning the turret will instantly break their
shield, and it will recharge shortly after they get off the turret. Switch to JobMaker to improve job performance. You can’t perform that action at this time. Page 6 You can’t perform that action at this time. This wiki contains information on NolmageAvailable's Combat Extended mod for the video game Rimworld. Combat Extended adds a plethora of new features to the game, many of which are not immediately apparent. This wiki is dedicated to providing easy access to information on core mechanics of the mod, as well as information on weapons, ammunition
and more. Check out the main categories below. If you want to contribute, READ THIS FIRST. Article creation guidelines Test page Help make this wiki great (again) Latest activity[] , the free encyclopedia that anyone can edit. 110,331 active editors 7,014,564 articles in English HMS Neptune was a dreadnought battleship built for the Royal Navy in the first decade of the 20th century, the sole ship of her class. Laid down at HM Dockyard, Portsmouth, in January 1909, she was the first British battleship to be built with superfiring guns. Shortly after her
completion in 1911, she carried out trials of an experimental fire-control director and then became the flagship of the Home Fleet. Neptune became a private ship in early 1914 and was assigned to the 1st Battle Squadron. The ship became part of the Grand Fleet when it was formed shortly after the beginning of the First World War in August 1914. Aside from participating in the Battle of Jutland in May 1916, and the inconclusive action of 19 August several months later, her service during the war generally consisted of routine patrols and training in the
North Sea. Neptune was deemed obsolete after the war and was reduced to reserve before being sold for scrap in 1922 and subsequently broken up. (Full article...) Recently featured: Nominative determinism Donkey Kong Land History of education in Wales (1701-1870) Archive By email More featured articles About Cui Daozhi ... that Cui Daozhi (pictured) has been called the Chinese Sherlock Holmes? ... that "whatever the Glossa does not recognize, the court does not recognize"? ... that American football players Tommy Akingbesote and Kyonte Hamilton
grew up in the same community, play in the same position, and were both selected in the seventh round of the 2025 NFL draft? ... that Mighty Doom features a cartoonish aesthetic that contrasts with the dark, gritty tone of the mainline Doom series? ... that sprinter Abdul Wahab Zahiri made his international debut in the same year that he competed at the Olympics? ... that the 14th-century builder of Gaza's Zofor Domri Mosque was buried in the mosque? ... that actor Ben Ahlers learned watchmaking from the Horological Society of New York for his role in
The Gilded Age? ... that due to difficulty reading the biography Edison, one reviewer read it backwards? ... that Horace Niall served as magistrate, defence lawyer, executioner, and coroner - for the same group of men? Archive Start a new article Nominate an article Trifid and Lagoon nebulae The Vera C. Rubin Observatory in Chile releases the first light images (example shown) from its new 8.4-metre (28 ft) telescope. In basketball, the Oklahoma City Thunder defeat the Indiana Pacers to win the NBA Finals. An attack on a Greek Orthodox church in
Damascus, Syria, kills at least 25 people. The United States conducts military strikes on three nuclear facilities in Iran. In rugby union, the Crusaders defeat the Chiefs to win the Super Rugby Pacific final. Ongoing: Gaza war Iran-Israel war Russian invasion of Ukraine timeline Sudanese civil war timeline Recent deaths: John R. Casani Richard Gerald Jordan Franco Testa Raymond Laflamme Gertrud Leutenegger Maria Voce Nominate an article June 28: Vidovdan in Serbia Ned Kelly 1880 - Police captured Australian bank robber and cultural icon Ned Kelly
(pictured) after a gun battle in Glenrowan, Victoria. 1895 - The U.S. Court of Private Land Claims ruled that James Reavis's claim to 18,600 sq mi (48,000 km?2) of land in present-day Arizona and New Mexico was "wholly fictitious and fraudulent". 1904 - In the worst maritime disaster involving a Danish merchant ship, SS Norge ran aground on Hasselwood Rock and sank in the North Atlantic, resulting in more than 635 deaths. 1950 - Korean War: South Korean forces began the Bodo League massacre, summarily executing tens of thousands of suspected
North Korean sympathizers. 1969 - In response to a police raid at the Stonewall Inn in New York City, groups of gay and transgender people began demonstrations, a watershed event for the worldwide gay rights movement. Charles Cruft (b. 1852)Olga Sapphire (b. 1907)Meralda Warren (b. 1959)Aparna Rao (d. 2005) More anniversaries: June 27 June 28 June 29 Archive By email List of days of the year About Myosotis scorpioides, the water forget-me-not, is a herbaceous perennial flowering plant in the borage family, Boraginaceae. It is native to Europe and
Asia, but is widely distributed elsewhere, including much of North America, as an introduced species and sometimes a noxious weed. It is an erect to ascending plant of up to 70 cm, bearing small (8-12 mm) flowers that become blue when fully open and have yellow centers. It is usually found in damp or wet habitats, such as bogs, ponds, streams, ditches, fen and rivers. This focus-stacked photograph shows a water forget-me-not growing in Niitvélja bog, Estonia. Photograph credit: Ivar Leidus Recently featured: Whitehead's trogon Atacamite Turban Head
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WiktionaryDictionary and thesaurus This Wikipedia is written in English. Many other Wikipedias are available; some of the largest are listed below. 1,000,000+ articles au 2/l Deutsch Espafiol i, Francais Italiano Nederlands H#3E Polski Portugués Pycckuit Svenska Vkpaircrka Tiéng Viét F1X 250,000+ articles Bahasa Indonesia Bahasa Melayu Ban-lam-gi Bwnrapcku Catala Cestina Dansk Eesti EAAnviké Esperanto Euskara nnay 2uytintii Magyar Norsk bokm&l Roméana Simple English Slovenéina Srpski Srpskohrvatski Suomi Tiirkge O‘zbekcha 50,000+
articles Asturianu Azerbaycanca [JJJ00 Bosanski > ,sS Frysk Gaeilge Galego Hrvatski Jo@m9mo Kurdi Latviesu Lietuviy 000000 Makegorcku 0000000000 Norsk nynorsk 000000 Shaip Slovens¢ina 000 000000 s.! Retrieved from " 2Battleship formation of the Royal Navy For the German counterpart during World War I, see I Battle Squadron. 1st Battle SquadronThe 1st Battle Squadron at sea, April 1915Active1912-1945Country United KingdomBranch Royal NavyTypeSquadronSize8 x BattleshipsPart ofGrand FleetMilitary unit The 1st Battle Squadron was a nav:
squadron of the British Royal Navy consisting of battleships. The 1st Battle Squadron was initially part of the Royal Navy's Grand Fleet. After World War I the Grand Fleet was reverted to its original name, the Atlantic Fleet. The squadron changed composition often as ships were damaged, retired or transferred. As an element in the Grand Fleet, the Squadron participated in the Battle of Jutland.[1] On 5 August 1914, the squadron was constituted as follows:[2] HMS Marlborough HMS Collingwood HMS Colossus HMS Hercules HMS Neptune HMS St. Vincent
HMS Superb HMS Vanguard Revenge and Hercules en route to Jutland with the sixth division. During the Battle of Jutland, the composition of the 1st Battle Squadron was as follows:[1] Sixth Division HMS Marlborough Flagship of Vice-Admiral Sir Cecil Burney; Captain G. P. Ross; HMS Revenge Captain E. B. Kiddle; HMS Hercules Captain L. Clinton-Baker; HMS Agincourt Captain H. M. Doughty; Fifth Division HMS Colossus Flagship of Rear Admiral E. F. A. Gaunt; Captain A. D. P. R. Pound; HMS Collingwood Captain J. C. Ley; HMS St. Vincent Captain W.
W. Fisher; HMS Neptune Captain V. H. G. Bernard; HMS Revenge Following the Battle of Jutland, the 1st Battle Squadron was reorganized, with Colossus, Hercules, St. Vincent, Collingwood and Neptune all transferred to the 4th Battle Squadron. In January 1917, the squadron was constituted as follows:[3] HMS Marlborough HMS Agincourt HMS Benbow - joined July, 1916 HMS Canada HMS Emperor of India - joined July, 1916 HMS Revenge HMS Royal Oak - joined May, 1916 HMS Royal Sovereign - joined June, 1916 By 1918, Agincourt had been
transferred to the 2nd Battle Squadron, and Resolution, Ramillies and Iron Duke had joined the squadron on completion.[4] For many years the squadron served in the Mediterranean as the main British battle force there. On 3 September 1939 the 1st Battle Squadron, serving in the Mediterranean Fleet, consisted of Barham, Warspite and Malaya, with headquarters at Alexandria, Egypt, under the command of Vice-Admiral Geoffrey Layton.[5] In December 1943 the Squadron was under the command of Vice Admiral Arthur Power. In January 1944 the Eastern
Fleet was reinforced by HMS Queen Elizabeth, HMS Renown, HMS Valiant, HMS Illustrious, HMS Unicorn and seven destroyers. The Admiralty sent this force out to India under the title of the First Battle Squadron.[6] From November 1944, the squadron served in the British Pacific Fleet under the command of Vice-Admiral Henry Rawlings, who also served as Second-in-Command of the Fleet. It consisted of HMS King George V, HMS Howe, HMS Duke of York and HMS Anson at various times. Commanders were as follows:[7] Vice-Admiral Sir Stanley
Colville (1912-14) Vice-Admiral Sir Lewis Bayly (June-December 1914) Admiral Sir Cecil Burney (1914-16) Vice-Admiral Sir Charles Madden (1916-19) Vice-Admiral Sir Sydney Fremantle (1919-21) Vice-Admiral Sir William Nicholson (1921-22) Vice-Admiral Sir Edwyn Alexander-Sinclair (1922-24) Rear-Admiral William Fisher (1924-25) Rear-Admiral Cecil Staveley (1925-26) Vice-Admiral Sir Michael Hodges (1926-27) Vice-Admiral Sir John Kelly (1927-29) Vice-Admiral Howard Kelly (1929-30) Vice-Admiral Sir William Fisher (1930-32) Vice-Admiral Sir
Roger Backhouse (1932-34) Vice-Admiral Sir Charles Forbes (1934-36) Vice-Admiral Hugh Binney (1936-38) Rear-Admiral Ralph Leatham (1938-39) Vice-Admiral Geoffrey Layton (January-November 1939) Rear-Admiral Henry Pridham-Wippell (July-October 1940) Vice-Admiral John Tovey (October-December 1940) Rear-Admiral Bernard Rawlings (1940-41) Vice-Admiral Sir Henry Pridham-Wippell (1941-42) Vice-Admiral Sir Arthur Power (1943-44) Vice-Admiral Sir Bernard Rawlings (1944-45) Post holders included:[8] Rear-Admiral Charles E. Madden, 5
January 1912 - 10 November 1912 Rear-Admiral The Hon. Somerset A. Gough-Calthorpe, 10 December 1912 - 10 December 1913 Rear-Admiral Hugh Evan-Thomas, 10 December 1913 - 25 August 1915 Rear-Admiral Ernest Gaunt, 25 August 1915 - 12 June 1916 Rear-Admiral Alexander L. Duff, 12 June 1916 - 30 November 1916 Rear-Admiral Sir William C. M. Nicholson, 1 December 1916 - 20 March 1919 Rear-Admiral The Hon. Victor A. Stanley, 1 April 1919 - 1 April 1920 Rear-Admiral Henry M. Doughty, 24 March 1920 - 14 April 1921 Rear-Admiral Sir
Rudolf W. Bentinck, 3 May 1921 - 3 May 1922 Rear-Admiral Arthur A. M. Duff, 3 May 1922 Rear-Admiral William A. H. Kelly, 3 May 1923 Rear-Admiral William H. D. Boyle, 3 May 1924 - 3 May 1924 Rear-Admiral William W. Fisher, 14 October 1924 - 7 September 1925 Rear-Admiral Cecil M. Staveley, 15 October 1925 - 1 October 1926 Rear-Admiral David T. Norris, 1 October 1926 Rear-Admiral Bernard St. G. Collard, 1 October 1927 Rear-Admiral William M. Kerr, 20 March 1928 - 5 April 1929 Rear-Admiral The Hon. Reginald A. R. P.-E.-E.-Drax, 12 April
1929 - 26 April 1930 Rear-Admiral Henry D. Pridham-Wippell, 8 May 1940 - 24 October, 1941 ©~ a b Macintyre, Donald. Jutland Evans Brothers Ltd. 1957; ISBN 0-330-20142-5 ~ Dittmar, F.J & Colledge J.J., British Warships 1914-1919 Ian Allan, London. 1972; ISBN 0-7110-0380-7 ~ Dittmar, F.J & Colledge ].J., British Warships 1914-1919 Ian Allan, London. 1972; ISBN 0-7110-0380-7 pp20 ~ Dittmar, F.J & Colledge ].J., British Warships 1914-1919 Ian Allan, London. 1972; ISBN 0-7110-0380-7 pp24 ~ Orbat.com/Niehorster, Mediterranean Fleet, 3 September
1939, accessed May 2008 ~ Jackson, Ashley (2006). The British Empire and the Second World War. Continuum International Publishing Group. p. 301. ISBN 1-85285-417-0. ~ "Royal Navy Senior Appointments" (PDF). Archived from the original (PDF) on 11 July 2011. Retrieved 4 October 2014. ~ Harley, Simon; Lovell, Tony. "First Battle Squadron (Royal Navy) - The Dreadnought Project". www.dreadnoughtproject.org. Harley and Lovell, 27 December 2016. Retrieved 15 February 2018. First Battle Squadron at DreadnoughtProject.org Royal Navy History
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fi colony sim driven by an intelligent AI storyteller. Inspired by Dwarf Fortress, Firefly, and Dune.You begin with three survivors of a shipwreck on a distant world.Manage colonists' moods, needs, wounds, illnesses and addictions.Build in the forest, desert, jungle, tundra, and more.Watch colonists develop and break relationships with family members, lovers, and spouses.Replace wounded limbs and organs with prosthetics, bionics, or biological parts harvested from others.Fight pirates, tribes, mad animals, giant insects and ancient killing machines.Craft
structures, weapons, and apparel from metal, wood, stone, cloth, and futuristic materials.Tame and train cute pets, productive farm animals, and deadly attack beasts.Trade with passing ships and caravans.Form caravans to complete quests, trade, attack other factions, or migrate your whole colony.Dig through snow, weather storms, and fight fires.Capture refugees or prisoners and turn them to your side or sell them into slavery.Discover a new generated world each time you play.Explore hundreds of wild and interesting mods on the Steam Workshop.Learn
to play easily with the help of an intelligent and unobtrusive Al tutor.RimWorld is a story generator. It’s designed to co-author tragic, twisted, and triumphant stories about imprisoned pirates, desperate colonists, starvation and survival. It works by controlling the “random” events that the world throws at you. Every thunderstorm, pirate raid, and traveling salesman is a card dealt into your story by the AI Storyteller. There are several storytellers to choose from. Randy Random does crazy stuff, Cassandra Classic goes for rising tension, and Phoebe Chillax likes
to relax.Your colonists are not professional settlers - they’re crash-landed survivors from a passenger liner destroyed in orbit. You can end up with a nobleman, an accountant, and a housewife. You’ll acquire more colonists by capturing them in combat and turning them to your side, buying them from slave traders, or taking in refugees. So your colony will always be a motley crew.Each person’s background is tracked and affects how they play. A nobleman will be great at social skills (recruiting prisoners, negotiating trade prices), but refuse to do physical
work. A farm oaf knows how to grow food by long experience, but cannot do research. A nerdy scientist is great at research, but cannot do social tasks at all. A genetically engineered assassin can do nothing but kill - but he does that very well.Colonists develop - and destroy - relationships. Each has an opinion of the others, which determines whether they'll become lovers, marry, cheat, or fight. Perhaps your two best colonists are happily married - until one of them falls for the dashing surgeon who saved her from a gunshot wound.The game generates a
whole planet from pole to equator. You choose whether to land your crash pods in a cold northern tundra, a parched desert flat, a temperate forest, or a steaming equatorial jungle. Different areas have different animals, plants, diseases, temperatures, rainfall, mineral resources, and terrain. These challenges of surviving in a disease-infested, choking jungle are very different from those in a parched desert wasteland or a frozen tundra with a two-month growing season.Travel across the planet. You're not stuck in one place. You can form a caravan of people,
animals, and prisoners. Rescue kidnapped former allies from pirate outposts, attend peace talks, trade with other factions, attack enemy colonies, and complete other quests. You can even pack up your entire colony and move to a new place. You can use rocket-powered transport pods to travel faster.You can tame and train animals. Lovable pets will cheer up sad colonists. Farm animals can be worked, milked, and sheared. Attack beasts can be released upon your enemies. There are many animals - cats, labrador retrievers, grizzly bears, camels, cougars,
chinchillas, chickens, and exotic alien-like lifeforms.People in RimWorld constantly observe their situation and surroundings in order to decide how to feel at any given moment. They respond to hunger and fatigue, witnessing death, disrespectfully unburied corpses, being wounded, being left in darkness, getting packed into cramped environments, sleeping outside or in the same room as others, and many other situations. If they're too stressed, they might lash out or break down.Wounds, infections, prosthetics, and chronic conditions are tracked on each body
part and affect characters' capacities. Eye injuries make it hard to shoot or do surgery. Wounded legs slow people down. Hands, brain, mouth, heart, liver, kidneys, stomach, feet, fingers, toes, and more can all be wounded, diseased, or missing, and all have logical in-game effects. And other species have their own body layouts - take off a deer's leg, and it can still hobble on the other three. Take off a rhino's horn, and it's much less dangerous.You can repair body parts with prosthetics ranging from primitive to transcendent. A peg leg will get Joe Colonist
walking after an unfortunate incident with a rhinoceros, but he'll still be quite slow. Buy an expensive bionic leg from a trader the next year, and Joe becomes a superhuman runner. You can even extract, sell, buy, and transplant internal organs.And there's much more than that! The game is easy to mod and has an active modding community on the Steam Workshop. Page 2 \\[Match] > \\[Event - VS AI].[\Vpl[pl[Vpl[p]Face Off Against All-Time Greats[\/pl[p]Legend: World Legends[\/p][p]Take on a special VS Al Event, and match up against players who have
starred in this series during the past 30 years.[\/p]l[p]This Event is only available for Match Levels \"Top Player\", \"Superstar\", and \"Legend\".[\/p][p]It features various Objectives. Complete them to earn Big Time: 30th Anniversary Chance Deals and Badges as rewards.[\/p][p]Period[\/p][p]06\/26\/2025 02:00 (UTC) - 07\/10\/2025 01:59 (UTC)[V/pllpl[\VVpl[pISpecial Login Bonus[\/p][p]Keep logging in during the campaign period and get the following reward in total![\/p][p]Period[\/p1[p]06\/26\/2025 02:00 (UTC) - 07\/10y/2025 01:59 (UTC)[V/pl[p]*Login bonuses
refresh every day at 02:00 (UTC).[\/pl[p]Rewards[\/pl[p]\u30fb Random Booster Token x1[\/p][p\u30fb Skill Training Program x1[\/p][p\u30fb Position Training Program x1[\/p][p]\u30fb 70 eFootball\u2122 Coins[\/p][p]\u30fb 40,000 Exp.[\/pl[pI\u30fb 40,000 GP[\/pl[p]l[Vpl[p]Free Chance Deals[\/p][p]Log in during each reward period and get a Chance Deal every time for an exclusive Special Player List![\/p][p]Period[\/p][p]06\/26\/2025 02:00 (UTC) - 07\/10/2025 01:59 (UTC)[\/pl[p]06\/30\/2025 02:00 (UTC) - 07\/07\/2025 01:59 (UTC)[\/pl[p]07\/03\/2025 02:00
(UTC) - 07\/10V2025 01:59 (UTC)[V/pl[pl07\/07\/2025 02:00 (UTC) - 07\/14\/2025 01:59 (UTC)[V/pl[p]*The presents are sent directly to your Inbox. For details on the expiration date, check your Inbox.[\/p]l[pl[\V/p][p]Special Daily Game[\/p]l[p]During the campaign period, advance 50% more spaces than normal after the penalty kick.[\/p][p]Period[\/p]l[p]06\/26\/2025 02:00 (UTC) - 07\/10\/2025 01:59 (UTC)[Vpllpl[\VpllplCampaign Objectives[\/pl[p]Nostalgia[\/p][p]Take part in eligible Events and eFootball\u2122 League, and aim to complete all Objectives![\/p]
[p]Period[\/p][p]06V/26\/2025 02:00 (UTC) - 07\/10/2025 01:59 (UTC)[Vpl[p]This Objective will be added on 07\/03\/2025 02:00 (UTC).[\/pl[p]After the addition of new challenges, you will be able to complete all Objectives.[\/pl[p]Complete all Challenges, and earn the following rewards in total.[\/p][p]\u30fb Badge x1[\/pl[pI\u30fb \"Big Time: 30th Anniversary\" Chance Deal x11[\/p]l[p\u30fb Piece \"Nostalgia\" x8[\/pl[p]\u30fb 100 eFootball\u2122 Coins[\/pl[pI\u30fb Advanced Skill Training x1[\/pl[p]\u30fb Skill Training Program x2[\/p][p]\u30fb Position
Training Program x2[\/p][p]\u30fb 50,000 Exp.[\/pl[p\u30fb 60,000 GP[\/pl[p]Please check each individual Objective for more information on the rewards and the completion conditions.[\/p]l[p]*Select \\[Missions] > \\[Objectives] from Home to check each Objective.[\/pl[p][\VVpl[plGallery[\/pl[p]Collect pieces and complete the Artwork. Once complete, you'll earn a Random Booster Token.[\/p]l[p]To acquire pieces, take aim at the following.[\/pl[p]\u30fb Event \"Legend: World Legends\"[\/pl[p]\u30fb Objectives \"Nostalgia\"[\/p][p][\/pl[p]Uniform with Special
Design Now Available[\/p][p]The Uniform used to celebrate the series' 20th anniversary is now on sale at the Shop![\/p]l[p]Period[\/p][p]06\/26\/2025 02:00 (UTC) - 07\/10\/2025 01:59 (UTC)[Vpl[p]*For more information, check in-game via \\[Shop] > \\[Packs].[\/p][p][V/pl[p]Notes[\/p]l[p]*The schedule and details are subject to change without prior notice.[\/p]","commentcount":16,"tags":
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the current details of the changes we've made:[\VVh3][p]l. Fixed an issue causing abnormal visual effects when using the Spectral Cloak.[\/p][p]2. Fixed an issue in Once Human: RaidZone where after dismantling a collectible, the collectible itself was not returned. We will compensate affected players in the coming days.[\/p]l[p]3. Fixed an issue affecting Battle Pass Exp on custom servers.[\/p][p]4. Fixed an issue affecting the appearance of the Final Gambit female hairstyle.[\/p][p]5. Fixed an issue where the screen flashed white when using the Deviation:
ZapCam.[\/p][p]6. Fixed an issue where the Downstar suffix's damage boost cap did not take effect.[\/p][p]7. Fixed an issue affecting the appearance of the Grelen Tech Wallpaper when applied to glass walls.[\/p][p]8. Fixed an issue where Thermal Towers could retain invalid connections. If your Thermal Tower is connected to an out-of-range Thermal Tower, and you cannot switch the connection to another Thermal Tower, please wait 3\u20135 minutes before re-opening the Thermal Tower interface and requesting a new connection. If this issue persists after
multiple attempts, please make a report via the in-game feedback channels.[\/pl[p]9. Fixed an issue where the Azure Hot Spring furniture item became unresponsive.[\/pl[p]10. Fixed an issue where challenge tasks in Meta's Bounty - Inverted Trail could not be completed.[\/pl[p]11. Fixed an issue affecting the appearance of the character's thighs when wearing Urban Jurassic - Macaron Bottom in the wilderness.[\/pl[p]12. Fixed an issue affecting the appearance of the female version of the Final Gambit Bottom.[\/p][p]13. Fixed an issue affecting the probability
of obtaining complete gear from loot crates found in Starfall Inversion.[\/p][p][\/pl[p]Once Human Development Team[\/p][p]l[\/p]","commentcount":24,"tags":
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[1\"automatically push updated_source\":false}","announcement body":{"gid":"509583751892697666","clanid":"36033026","posterid":"0","headline":"Dev Diary 176 - Southeast Asia","posttime":1750766856,"updatetime":1750766856,"body":"[p]Hello and welcome! I am [url=\"https:\/\/forum.paradoxplaza.com\/forum\/members\/18587\/\"]@Trin Tragula[\/url], one of the design leads at Studio Black. In this third regional feature diary for All Under Heaven, we will be covering Southeast Asia, with a special focus on the new Mandala and Wanua government
types and how we will use them to highlight the unique aspects of the region itself. We will also cover the new Great Project feature, as well as how we deal with Tributaries in this expansion; while tributaries were introduced in Khans of the Steppe, they don\u2019t work in quite the same way for these sedentary states.[\/p][hr][Vhr][p][\Vp][h1]The Scene: Southeast Asia in the Middle Ages\u200b[\Vh1][p]In our timeline, this region was quite different compared to China in the north. It's extremely diverse, with a wide range of faiths and cultures within it.[\/p][p]
[img src=\"{STEAM_CLAN_IMAGE}\/36033026\/114fch9b30627117f20611e168c67acb7970883f.png\"][\Vimg][il\\[Screenshot of Southeast Asia in the 867 start][\/i]In large parts, Southeast Asia is home to a wide range of tribal polities. These are spread over a geographic area that is just as varied, featuring deep river valleys, jungles, and high mountain ranges. In such a place, waterways (seas as well as rivers) are what links peoples to each other, but despite skilled boat builders and sailors, the region presents many challenges in keeping a larger state
together.Realms in this region have, up until recently, tended to be much more transitory in nature than China, Europe, or even India. The norm here is a looser network of city-states bound together by personal loyalties to popular and powerful rulers; these then break apart after the death of the personality that brought them together.[\/p][p][img src=\"{STEAM_CLAN_IMAGE}V/36033026\/1368a3ccbc65e46486cb441e13flbl1beb4adcba.png\"l[Vimg][\/pl[p][il\[Screenshot of Borobudur][V/i]In the Dharmic faiths of India (Buddhism and Hinduism), rulers have
found the authority and unifying ideology needed to unite larger realms. They are still centered around great leaders, but with Brahman priests as their allies, they aspire to become living gods: Devarajas.The Devaraja concept is built upon the Indian idea of an ideal ruler, someone who rules with the gods' favor. In Southeast Asia, this morphs into the idea that a popular king is actually a god personified himself. Religious ritual and kingship blend in enormous temple cities, where subjects and remote tributaries alike all come together to fund and construct
great public works. Monuments can be both religious and expressions of royal power, as giant statues of Dharmic gods carry the face of the very ruler walking among his subjects. The capital temple complex becomes the center of a Mandala, with subservient villages, cities, and tributary kings surrounding it.Nonetheless, even the Devaraja realms have a fleeting element. Smaller states may pay tribute to the god-king, but after one dies or a more persuasive one makes themselves known, they can reconsider their allegiance; on the periphery of the Mandala
realm, loyalties change quickly.Southeast Asia is, as mentioned, a diverse region. Alongside the states like the ones I have described here, there is also the Viet and the Kingdom of Nanzhao (later Dali) that operate quite differently. We covered these in a previous dev diary by [url=\"https:\/\/forum.paradoxplaza.com\/forum\/members\/1377369\\"]@PDX_Chop[\/url] so we will not talk about those again today, but this introduction would be incomplete without mentioning them.I will now hand over to
[url=\"https:\/\/forum.paradoxplaza.com\/forum\/members\/1001649\/\"1@Distantaziq[\/url], who will discuss how we have endeavored to portray the region. They\u2019ll detail the mechanics we\u2019ve developed to represent the Mandala realms and the surrounding non-Dharmic tribal realms in All Under Heaven.[\/p][hr][VVhr][pl[\/p][h1]Mandala - the Devaraja Realm\u200b[\/h1][p]Greetings! I'm Distantaziq, one of the designers working on [i]JAll Under Heaven![\/i]Today, we will be exploring the God-Kings and Queens of Southeast Asia -- Mandala!
Historically, these governments heavily rely on religion and faith, revolving around the one Mandala ruler who stepped up with the claim to be a divine being.[img src=\"{STEAM_CLAN_IMAGE}\/36033026\/9ca430bde70def51371dad22518f63373722275b.png\"][Vimg][Vpl[pl[il\[Map of the Kingdom of Angkor in 1066 with tributaries and vassals][\/i]JFrom a balancing perspective, the design intent with Mandalas is to present the player with a new challenge. As we will discuss below, Mandalas start out weaker, especially compared to being consistently
powerful Feudal or Clan government rulers of comparable size. However, if you overcome the initial difficulties, you work over generations to reach unseen heights of power \u2013 as long as you take care not to lose your divinity, and prepare your heir accordingly\u2026[\/p][h3]Godmode?\u200b[\/h3][p]As mentioned, Mandala revolves around faith, and in line with this, Piety will be the Mandala\u2019s main resource.Building your first Mandala Capital Temple Complex? Use (mainly) Piety.Designating your divine heir? Use Piety.Convincing your immediate
surroundings that you indeed are a divine being that they should devote their life and kingdoms to? \u2026well. Accumulate Piety.And Piety levels![\/p][p][img src=\"{STEAM_CLAN IMAGE}\/36033026\/6d8dd1679c331d1ce863c603al11477f98f3cb0f6.png\"1[\VVimgl[Vpl[pllil\[The tooltip for Level of Devotion, featuring additional Piety levels][\/i]The Mandala government, being so thoroughly intertwined with faith, religion, and divinity, has unique access to three additional Levels of Devotion: [i]Divine[V/i], [i]Demigod [Viland [i]Godlike[\/i].Now, how do you
become Godlike, you might ask? Well, it's simple: It is divinity proven over generations.[\/p][p][img src=\"{STEAM_CLAN_IMAGE}\/36033026\/bfc7f48e109e07aadba85508b4b3bddf566e2b82.png\"][\VVimg][i]\\[A truly Godlike Ruler of Angkor][V/i]Or more practically put: if your character reaches one of the new Levels of Devotion, your successor gains a buff that allows them to progress to the [ilnext [V/i]Level of Devotion, and so on. This can continue until you establish a lineage of godlike characters.Oh, and make sure not to die the wrong way in relation to your
Aspect. Did you ever hear about that Serenity-Aspect God king who died from a local epidemic? No? I didn't think so.[\/p][p][img src=\"{STEAM_CLAN IMAGE}\/36033026\/747475e183b8c5f05bd5e669245304e1ab541d13.png\"][Vimg][i]\\[9 levels of devotion in a grid, ranking from Sinner to Godlike][V/i]And yes, we do need to showcase some truly decadent art icon renders for this specific feature![\/p][h2]A Matter of Temples\u200b[\Vh2][p]So, what more might a mighty God-King Devaraja possibly need in this world, you might ask? Well, how about temples?
In All Under Heaven, we\u2019re introducing an additional holding type: the Temple Citadel. This will be the main holding for Mandala rulers, and will also be valid as a capital for most other landed governments (alongside the Castle Holding) in order to ensure it remains viable if the area is conquered by a non-Mandala ruler.The Temple Citadel of your capital is the main location for your Capital Temple Complex; a temple with additional defences and a fierce focus on Levels of Devotion, and the foundation for any self-respecting God-King. These Great
Buildings are built using the new Great Projects feature, which are collaborative efforts between yourself and your subjects. More on them in a future dev diary!The resulting Great Building, or Capital Temple Complex, supports your realm in expanding your domain limit and vassal limit within your Mandala realm, and by increasing your Radiance as a God-King (your ability to attract tributaries and vassals).[\/p][p]llimg src=\"{STEAM_CLAN IMAGE}\/36033026\/de9b7d4f5c3e631d360599a719edc30977f94adc.png\"][\VVimg][\/pl[pI[i]\[The building breakdown
for the Capital Temple Complex Great Building, complete with 5 levels][\/i]Of course, only a Mandala may enjoy the effects of such a building. Should you stop being a Mandala or if the building should come under control of a feudal or tribal heathen, it won\u2019t have much use other than possibly as a tourist attraction.[\/p][p][img src=\"{STEAM_CLAN_IMAGE}\/36033026\/0ad8ea42c89b83706a2dada44184b80142889f1b.png\"1[Vimg][V/pl[p][i]\[One of the effects of completing the base tier Capital Temple Complex Great Project][V/i]Did you just start off as
a new Mandala and didn't get the Temple Citadel memo? Well, no Temple Citadel, no problem![\/p][h2]What's [i]Your [Vi]Aspect?\u200b[\Vh2][p]Before even starting the construction of a Capital Temple Complex, the Mandala ruler needs to pick one of four Mandala Aspects. Loosely based on the Hindu god aspects, these Aspects should heavily impact the way you choose to approach your Mandala playthrough.[\/p][list][*][p]l[b]Creation[V/b][\/p][list][*][p]Unlocks bonuses to chaining construction and gains piety from child rearing[\/p][\/*][*][p]Should primarily
pass on through peaceful means[\/pl[\/*1[\1istI[\/*]1[*][p][b]Serenity[\/b1[\/p][list][*][p]Unlocks bonuses to Befriending, as well as including Allies in the Request Contribution interaction[\/pl[\/*][*][p]Should primarily pass on through peaceful means[\/p1[\/*1[\1ist1[\*1[*1[p]l[b]Destruction[\/b1[\/p][list][*][p]Unlocks additional Casus Belli and bonuses to Military Power[\/pl[\/*][*][p]May also pass on through combat or certain violent deaths[\/pI[\/*1[\1ist][\*1[*1[p]l[b]Trickery[\/b1[\/pI[list][*][p]Unlocks additional schemes like Disbelieve Mandala and provided bonuses to
certain Schemes (like using Coerce Tributary against someone of a higher tier)[\/p][\/*][*][p]May also pass on through being murdered[V/p][\/*][Vlist][\/*][Vlist][p]As one may note in the breakdown, as well as mentioned in a previous paragraph, you don't just get to die in any way to have your heir be able to level up to the next level of devotion -- a God of Destruction may die on the battlefield and have their existence be canonized, but a God of Trickery dying from being a drunkard? Maybe not so venerable.Each of the Aspects also come with their own set of
requirements in order to achieve the next level of the aspect. This system, together with your Level of Devotion and Capital Temple Complex Tier feeds into\u2026[\/p][h2]Mandala Radiance\u200b[\/h2][p]Multiple rulers in Southeast Asia claim to be the next Devaraja, asserting their own divinity? Well, how impressive is [ilyour [Vi]Temple Complex?Mandala Radiance, which indicates your attractiveness and helps you gauge your competition, is unlocked as soon as you have orchestrated the construction of your first tier Temple Complex.[\/p][p][img src=\"
{STEAM_CLAN_IMAGE}\/36033026\/1c53f8890be7c46f0ed315af633bfdc97de06e83.png\"][\Vimg][\V/p]l[p][i]\[Work in Progress mapmode for Mandala, denoting who might accept a Tributarization offer][\/i]This Radiance should heavily impact who the minor rulers of the area should want to pledge themselves to. They might even leave their current Suzerain if that ruler is perceived as impious to join a more attractive Devaraja.[\/p][h2]I Decree\u2026\u200b[\/h2][p]Compared to Aspects, Decrees offer a more flexible way of ruling your realm. So, what do you
decree, oh Divine Ruler?[\/p][pllimg src=\"{STEAM CLAN IMAGE}\/36033026\/0026abbb3c971e9fafac9a90550bcbdc59594ead.png\"][\VVimg][i]\[Image of the Mandala Laws window, depicting the Decrees][\/i]Choose your Decree to primarily affect the current focus of your devotees (or subjects, however you want to call them). Is your current focus Prosperity, Expansion, or Reverence right now? What do you aim to do next?[\/p][h2]Tributary Status\u200b[\Vh2][p]A Mandala's main subject will be the tributary. With faith being more relevant than cemented
relations via vassalization, this system is intended to give a fairly loose realm setup.Mandalas hold less land directly, instead relying mainly on their tributaries. While vassals still [i]exist [\V/i]in a Mandala realm, they are more limited here than in other governments. You can also integrate more tributaries as vassals as you expand your Capital Temple Complex. A tributary is unable to engage in factions, has less opinions about what you get up to, and can engage in Tribute Missions to their Devaraja. On the other hand, they also might break away if you turn out
not to be as divine as you say or if you treat them badly.[\/p][p][img src=\"{STEAM_CLAN_IMAGE}\/36033026\/c29d3993cfeeedOed4e314ee3a352f28f1a9b57bf.png\"1[Vimgl[VVp]l[pl[i\[A grossly overstepped domain limit][\/i]All of this is reflected in lower domain as well as vassal limit, and more tributaries on game start.[\/p][h3]War is Not the Answer?\u200b[\Vh3][p]The emphasis in the Mandala realms is offering alternatives to simply going to war to claim new tributaries or expand your realm and divinity. Subjugation wars, for instance, will generate regular
Tributaries instead of piety-granting Mandala Tributaries unless you go heavily into the Destruction Aspect.One of these alternatives-to-war is the new scheme Coerce Tributary, which is one of the cornerstones for Mandala play. It is a Political Scheme that looks at your chosen Mandala Aspect and associated skill, then allows you to attempt coercing another ruler to become your Tributary -- that you're the divine ruler they've been waiting for.[\/p]l[p][img src=\"{STEAM_CLAN IMAGE}\/36033026\/338b75012c9ce13f5e4f912ce990b1b469c62d25.png\"][\Vimg]
[i\[The Mandala Ruler is anticipating the outcome of the successful Coerce Tributary scheme - events are still Work in Progress!][\V/i]Beware though; if the Tributary you're chatting up is already a Tributary, then their current Suzerain might incentivize them to stay, or you might even have to fight in order to defend that Tributary as they break away and join your fold.[\/p]l[p][img src=\"{STEAM_CLAN_IMAGE}\/36033026\/480fe1f0011b4c0891652b9009f4af5e6a47abe4.png\"][\V/img][i]\[The Suzerain of the targeted Tributary gets the option to intervene in the
Coerce Tributary scheme - events are still Work in Progress!][\/i]Or you don't help them, which severs their Tributary status and burns your bridge with that particular Tributary.[\/p][p]llimg src=\"{STEAM_CLAN IMAGE}\/36033026\/f6efeffacee660cfl1add320234f3213f7ccOb4c2.png\"][VVimg][il\\[The target of Coerce Tributary was incentivized to stick around, costing the Suzerain a bunch of resources - events are still Work in Progress!][\/i]Regardless, you may have gained a new Tributary, but you definitely meddled with their Suzerain's (presumably a
competing Mandala ruler) plans.[\/p][hr][VVhr][p][Vp][h1]Maritime Southeast Asia\u200b[\/h1][p]The islands are a virtual petri dish of faiths and cultures. We have very few sources of documentation from the time before larger faiths and realms significantly influenced the cultures and beliefs of the islanders.[\/p][p][img src=\"{STEAM_CLAN_IMAGE}\/36033026\/41007b99e16507c6e10df9bc495bb85b87d48fed.png\"I[Vimg][i]\[Screenshot of Maritime Southeast Asia in 1066][Vi]In light of this, we have aimed to add the most prominent ones.[\/p][p][img src=\"
{STEAM_CLAN_IMAGE}\/36033026\/ceda4b2b2d68ded58ea9520ea3d32a34ced12725.png\"][Vimg][Vpl[pl[i\\[Screenshots of the Philippines in 1066][VilIncluding small bits of Papua, the lion's share of the maritime Southeast Asian archipelago is featured on the map.[\/p][h2]Wanua\u200b[\Vh2][p]This is a heavily sea-based government form, which historically (as mentioned) came under the subject of larger realms and religions. They are still a tribal government type, however, and as such, live under its constraints. If you want to progress further and become
more advanced in terms of innovations and development, then you will want to eventually adopt a different style of government.As the Wanuas are in the islands of Southeast Asia, a couple of Mandala upstart kingdoms are already available (some which later morphed into more powerful historical kingdoms like Srivijaya or Majapahit after our end date). However, if one desires to embark on the journey from Wanua to a powerful Mandala God-King, then that is entirely possible.As long as you either have adopted a Dharmic faith (or worked hard enough to
reform your own faith), it is but a simple button press away, granting you access to islands that are ripe for the picking\u2026[\/pl[pllimg src=\"{STEAM CLAN IMAGE}\/36033026\/fed76e609f97525ed142b95b95d1dbd408b9153d.png\"I[\Vimg][\/pI[pI[il\\[A screenshot of the Adopt Mandala Rule Decision for the Wanua Rulers][Vi]In addition to the cultural flavor, Wanua will be able to traverse the sea and raid, naturally. We are also looking into more ways of making the Wanua feel special and fun to play; for example, being more dependent on Legitimacy
(which they would receive from being Mandala Tributaries).[\/p][hr][\VVhr]l[p][\/p][h1]Great Projects\u200b[\Vh1][p]Another addition with [i]JAll Under Heavenl[Vi] is the Great Projects feature! This allows several rulers to come together and fund various parts of projects that would be very expensive or take ages to fund individually.[\/p][p][img src=\"{STEAM_CLAN_IMAGE}V/36033026\/6254cc2f26956963fbal0bd6e7c64c2e88774bf6.png\"1[\Vimgl[V/pl[pl[\Vp][h2]The Mandala Great Project\u200b[\Vh2][p]For Mandala, the Capital Temple Complex is such a project;
a physical manifestation of your spiritual might where your followers may come to pay tribute or simply worship you. The temple comes in 5 tiers, and once you have completed the first tier you have officially started your path towards godhood (should you manage to defend it, of course).[\/p][h3]Mandatory Contributions\u200b[\/h3][p]Each tier requires a specific set of contributions that you or any of your subjects may fund; depending on who funds it, that specific ruler gains the spoils of such a benevolent act, as well as the appreciation of the founder (in this
case you).[\V/p][pl[img src=\"{STEAM_CLAN _IMAGE}\/36033026\/2cff542c005967d1b0637da3371208f99e414b31.png\"1[Vimg][V/pl[pl[iN[Work In Progress Great Project window featuring the Contributions of a Mandala Capital Upgrade][Vil[\/p][h3]Optional Contributions\u200b[\Vh3][p]There are also optional contributions, for those who absolutely must have that golden dome, that yield additional rewards for the contributor.[\/p][h3]Request Contribution\u200b[\/h3][p]If you are just starting off on your Mandala journey or your subjects for one reason or the
other needs an additional nudge in order to actually contribute those archways to your project, there's also the Request Contribution button.Inside, you may be able to incentivize their request via hooks, bribes, forcing them with your oppressive pious spirit - whatever might convince them to make the right call.Once you have completed the final tier -- an achievement likely spanning generations -- you will have proven yourself an established Devaraja ruler and will receive huge bonuses to your Mandala way of life.[\/p][h3]Chinese Great Projects\u200b[\/h3]
[plIn China, the great projects are more focused on large-scale infrastructure and other improvements that require several contributors; examples include building sections of the Great Wall or improving the Grand Canals.These projects allow the Emperor to either contribute significantly on his own, displaying his might and benevolence as the Son of Heaven, or they present an opportunity for ambitious subjects vying for the imperial graces\u2026[\/p][p][img src=\"{STEAM_CLAN_IMAGE}V/36033026\/796c369bb7c8f6ba22a6669382bdd1lee7ballla7.png\"]
[VimgI[\V/pllpl[VVpl[p]Another opportunity for benevolent actions that improve your own standing is provided by the Great Projects that spawn from Natural Disasters. While Natural Disasters may spawn in geographically turbulent areas all over the map, only those in China will affect the Dynastic Cycle and potentially impact the Emperor\u2019s standing, depending on how they deal with it. More on Natural Disasters and their implications for the Dynastic Cycle will be covered in a future Dev Diary.Needless to say, this feature opens up significant
opportunities for modding and new additions; not only grand buildings, but great feats of humanity which can be showcased for generations to come![\/p][hr][Vhr][p][\/p][h1]Tribute Missions\u200b[\Vh1][p]Both Mandala and Hegemonic tributaries may go on Tribute Missions to their Suzerain, primarily to strengthen their own Legitimacy, but also to partake in the wealth and grandeur typically associated with their Suzerain.[\/p][h2]Mandala Tribute Missions\u200b[\/h2][p]Historically, the act of paying tribute was often both a matter for states and a very
direct personal action, with one ruler acknowledging another as their better and bringing them a gift to prove this. The fact that one party considers the other their suzerain does not mean that there cannot be reciprocity however; in return for paying tribute, the tributary might gain benefits at home (they appear as a more rightful King due to being acknowledged by a more powerful Suzerain) or even receive gifts to bring back home (essentially a form of trade).Since the passive payment of a resource over time does not quite cover the interpersonal aspects
of a relationship like this, we have added what we call Tribute Missions to be used for tributaries of the more voluntary types that you see in East Asia. To preserve these relationships, at least one such tribute needs to be undertaken per Suzerain's lifetime.The Pay Tribute missions start off with a Decision which allows you to determine what tribute you want to bring, and types vary depending on the Suzerain. For example, if they utilize Eunuchs (like the Chinese Admin government) you may gift a Eunuch. If they have concubines (again, like the Chinese
Admin government) you may gift a concubine. Standard tributes of Gold or Herd (if you're a Nomad tributary) are always available.[img src=\"{STEAM_CLAN_ IMAGE}V/36033026\/ea92e4e8160c88009b7425a58dd45f30d119ad80.png\"1[Vimg][\V/pl[pl[i\\[Image of the Select Tribute character interaction for a Hegemonic Tributary][\/ilOnce you\u2019ve decided what kind of tribute you\u2019re offering, you set off on a journey towards your Suzerain's capital! Upon arrival, you are greeted by the Suzerain (if they have a Royal Court, you are received at the
Court), where you exchange gifts. First, the Suzerain receives your gift, and you may attempt to influence what the reward will be - or you leave it up to the discretion of the Suzerain.Similar to the type of tribute being offered, the type of reward the Suzerain may choose between vary depending on if you're a Mandala or the Emperor - a handful of options might be to:[\/p][list][*][p]JAward them with additional Trade Posts that increases the development of the Tributary's capital[\/p][\/*][*][p]Award them with an artifact for them to bring back and display to their
people[\/pl[\V*¥I[*][p]JAward them with a monk, to mend their heathen ways (for Mandalas to give to their tribal tributaries who are still unreformed)[\/pI[\/*1[\list][p]You start traveling back home once you\u2019ve received your reward, eager to showcase the gift and enjoy the legitimacy you received from your tribute. Now I will hand the word over to [url=\"https:\/\/forum.paradoxplaza.com\/forum\/members\/669315\\\"]@lachek[\/url], who implemented the Hegemonic \/ Celestial Tributary types.[\/pl[h2]Hegemonic Tribute Missions\u200b[\/h2][p]Hello again!
[url=\"https:\/\/forum.paradoxplaza.com\/forum\/members\/669315\/\"]@lachek[\/url] here, and I'm excited to once more discuss Tributaries with you! As mentioned above, tributaries were first introduced into Crusader Kings III to support nomadic gameplay with Khans of the Steppe, where they modeled the unique subject-overlord relationship between a tributary and their suzerain. On the vast expanse of Northern Asia, nomadic tributary relationships were mostly held together through military domination, either implied or by actual display of force.
Nomadic rulers can demand that neighboring realms fall in line under them by building up a sizable horde, or simply go out and enforce it through warfare. Through a cascade of such relationships, enormous swathes of the plains can be held together under a single suzerain. However, they can collapse just as quickly due to migratory patterns or a foreign conqueror cutting off a key part of the chain.We also implemented a Subjugated Tributary type available outside the steppe to represent rulers dominated by more powerful neighbors and made to pay tax to
their overlord. However, none of those types adequately represent how tributary relationships functioned in either Southeast Asia or China. Therefore, we are introducing both Mandala tributaries and the Hegemonic\/Celestial types (more on the distinction later), where the relationship is more contingent on one-sided respect and a gift economy.[\/p][h3]Celestial Tributaries\u200b[\/h3][p]These are realms within China's sphere of influence that recognize the Emperor as the Son of Heaven and pay him a great deal of personal respect (not to speak of material
wealth). In return, they are granted recognition and sovereignty by China. Unlike tributaries on the steppe, this is not primarily a military arrangement but rather a one-sided show of deference, ultimately serving both parties in the end.This relationship can be established by either party through character interaction, but is typically initiated by the prospective tributary themselves. Once established, the tributary has few immediate obligations: a little bit of Prestige and perhaps some Gold, in exchange for which some of China's Legitimacy is conferred upon
them. It's usually a beneficial arrangement for both parties, especially since any taxes paid by the tributary goes directly into the Emperor's personal coffers rather than into the treasury. This makes it one of the few sources of direct income the Emperor has available for his own discretionary projects. Over time, the Emperor may decide to impose further standing obligations on some of their tributaries. Any increase in taxation or prestige transfer also comes with closer ties to China, however, thereby increasing legitimacy for the subject.However, Celestial
Tributaries are also expected to Kowtow to the Son of Heaven on a regular basis, bringing immense riches and gifts with them to reaffirm their deference and respect. This is fundamentally the same kind of Tribute Mission as in Mandala realms, with a few modifications. Unlike in Mandala realms, the Chinese Emperor always has some minimum expectation regarding the size of tribute, depending on the esteem in which the tributary is already held. This is tracked by a metric we call Imperial Grace, which serves several purposes:[\/pl[list][*][p]lIt acts as a
timer on how frequently you are expected to pay tribute; if you're only able to bring the bare necessities and wait until the last moment to reaffirm your respect, the Emperor might start to demand more frequent visits. Highly successful missions give you a longer grace period until your presence is once again expected.[\/p][\V*¥][*][p]It gives you an opportunity to adjust your relationship depending on what kind of tributary you want to be. Do you pay only nominal respect when absolutely required, just so China will overlook you when assessing their borders?
Or are you a devoted subject looking for a closer relationship?[\/p][\V*1[*][p]The decay rate of Imperial Grace increases during unstable periods of the Dynastic Cycle, reflecting the uncertainty of these times. Will you contribute to sustaining the ruling dynasty of China's legitimacy during troubles times, or seize on this moment to break the agreement and try to claim a piece of the pie for yourself?[\/p][\*][*][p]As a Celestial Tributary you can quite readily adjust your own tributary contract's obligations, but changing it in your favor costs an amount of Imperial
Grace.[V/pl[V*][Vlist][p]Finally, at very high levels of Imperial Grace, the Emperor might decide to make China's relationship with its subject more permanent through the granting of a Seal of Investiture. This is an enduring artifact (regalia type, which can be reforged into a court artifact if you wish) that gives access to special privileges not usually available to subjects of China.[b]Trade Access[V/b]: This privilege grants the tributary access to the domestic markets of the Chinese capital, resulting in a gradual closing of the development gap between the two
realms' capital provinces. A low-development tributary enjoying this privilege could potentially propel itself to wealth and power compared to their less privileged neighbors within a few generations.[b]Family Access[Vb]: This privilege negates the usual high acceptance maluses for marrying into the Chinese imperial dynasty, and even grants a small bonus to such dynastic intermingling.[b]Palace Access[\/b]: This privilege lets the tributary's representatives roam the palace grounds, rubbing shoulders with ministers, governors, and sages in the seat of power.
Tributaries with this privilege become active participants in the Dynastic Cycle and can join political movements to shape the future of China.Once you have gained a Seal of Investiture, these become available as new contract privileges that you can activate in exchange for a one-time cost of Imperial Grace. This doesn't make the tribute missions redundant, however. The size of the bonuses you get from these scales with the degree of Imperial Grace you currently possess, so sustained tribute will only make your relationship with China more powerful.It is
important to note that a Celestial Tributary contract is a formal agreement between a realm and the Chinese Emperor. The contract is inherited upon death of either the tributary or the suzerain, but if the Hegemony title is lost then the contract will break -- even if another claimant dynasty later restores it. As long as the dynastic line is unbroken, however, accumulated Imperial Grace and the privileges that the contract yields can be maintained for centuries.You may have noted I\u2019ve made a distinction between Hegemonic and Celestial Tributaries
above. A Celestial Tributary is a type of Hegemonic Tributary, specific to China. However, other hegemony titles (e.g. India or restored Rome) can also maintain Hegemonic Tributaries that share many similarities with Celestial ones. Instead of Imperial Grace these contracts have Subject Standing. They do not use the Seal of Investiture mechanic with its tie-ins to China-specific mechanics like difficult dynastic intermarriage or the Dynastic Cycle situation, but most other aspects of the contract work in similar ways with the same dynamics. This allows
Hegemony-tier titles to use the tributary mechanic not only to expand their own de facto tracts of land, but also to accept recognition and deference from select surrounding realms they find useful to their larger strategy.[\V/p][h2]Moddability\u200b[\Vh2][p]I'll conclude this with a final note to modders. The Hegemonic\/Celestial variants of tributary types now marks five distinct types I've implemented in Crusader Kings II (with Mandala tributaries being a sixth variant in All Under Heaven's release). I'm continually amazed at how flexible this system truly is in
allowing you to model different types of relationships between realms that look nothing like a feudal liege\/vassal system.Anything from simple non-aggression between two specific rulers to long-standing extractive domination is possible, with the one caveat that it must always have an implied power imbalance. With the addition of Subject Standing, which tracks relationship strength over time and can theoretically be applied to any subject contract (including your typical vassal contracts, if so desired), there's a lot of fertile ground to represent entirely novel
types in your own mods, be they focused on more granular historical accuracy or total conversions. So go wild!And here we are handing the microphone back to [url=\"https:\/\/forum.paradoxplaza.com\/forum\/members\/18587\/\"1@Trin Tragula[\/url], who will have another look at the map.[\/p]1[hr][\VVhr][p][\/pl[h1]Map Corner\u200b[\/h1][p]As we did last time, we will conclude with a short overview of the map area relevant to this diary. Southeast Asia looks rather different in 867, 1066, and 1178, so for this I will be using a mix. If you are curious about
anything in particular that I have not shown off feel free to ask us in the comments.Like everything else shown in this diary, this is a work in progress, but we would love to hear your feedback on the things we\u2019ve covered so far.[img src=\"{STEAM_CLAN_IMAGE}\/36033026\/9cd722f7f98{fd9629344c64606a7f6d13c84632.png\"][Vimg][i]\[Faiths 867][Vi]As was mentioned in the introduction, Southeast Asia has quite a complex mix of faiths and religions. We have tried to represent a reasonable amount of this variety, while also generalizing to avoid
having overly small micro-faiths at the start.Already by 867, Hinduism and Buddhism in various forms are dominant in large parts of this map, but older indigenous faiths are also present both on the mainland and the islands.[\/p][p][img src=\"{STEAM_CLAN IMAGE}\/36033026\/75755662554ea8790049040488d326a3381e1935.png\"][Vimg]When it comes to cultures, the region is even more diverse in many ways. Notably, the Tai peoples are still found mostly in its northern parts. Historically, offshoots from this group would come to be politically dominant in
many parts of the mainland, from modern Laos and Thailand, to Assam in northern India (the area labeled \u201cKamrupi\u201d on this map).Striking a balance between having too many or too few cultures from a gameplay point of view is never easy, but in this part of the world it is perhaps particularly hard. What we show here is both more simplified and more balkanized than we usually aim for.[\/p][p][img src=\"{STEAM_CLAN IMAGE}\/36033026\/27126134ee54b363475897220d6749b287dae35a.png\"][\Vimg]This is a screenshot of the political situation
in 1066, with the Song empire looming over the region in the north. The Srivijaya Empire (which was alive and well in the initial screenshot at the beginning of this diary) has been shattered by a relatively recent Chola invasion from India.[\/p][p][img src=\"{STEAM_CLAN_IMAGE}V36033026\/30ff9961784565e25196c73de0Obal095cfd2ebe2.png\"][VVimg]A quick overview of the Duchy mapmode. Many of these are not yet created on game start, as small realms prevail in Southeast Asia. Where other regions have a number of powerful dukes under their Kings,
this region often sees duchies divided up between individual tributaries instead.[\/p][p][img src=\"{STEAM_CLAN_IMAGE}V/36033026\/2bbcdbcd25192f6bccd18042c0e314c465ab251a.png\"][VVimg][i\[De jure kingdoms in 867.][Vi][img src=\"{STEAM_CLAN IMAGE}\/36033026\/8e7ad49fb3e4502c77ae7d9091968bed000b07e4.png\"][VVimg][\/pl[p]Last but not least, these are our de jure empires for the region! Nusantara may look big, but in terms of counties, it is not actually as enormous as it might seem. Not all parts of these islands are places with
established states (i.e., counties) and the inland can often be impassable in places like Borneo or Papua.[\/p][hr][\Vhr][p]That was all we had this time! This diary is also the last one before our summer break, but dev diaries will resume in early August. Until then we will of course still be attentive to the feedback you have provided to our diaries so far (including this one).[\/p]","commentcount":119,"tags":
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